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OF (BOX MA AUSTRALIAN 


OFFICIAL 


3» THE BEST XBOX NEWS AND REVIEWS 


PLAYABLE 


X» THE EXCLUSIVE SOURCE FOR PLAYABLE XBOX DEMOS 


FIRST 


WHAT'S IN IT FOR YOU 


X» THE OFFICIAL Australian Xbox Magazine is written by 
a group of experienced gamers who've spent their lives 
playing games. We believe that games are the most 
exciting form of entertainment there is. This magazine will 
reflect that at all times. 


X» WE BELIEVE THAT the arrival of Xbox represents one of 
the most important developments in video games. Xbox 
will not ‘kill’ the PS2 or GameCube - and as gamers we 
wouldn't want it to. However, the power and 
technological innovation offered by Microsoft's new 
machine will result in better games and more choice for 
Xbox owners. 


X» BEING THE OFFICIAL Australian Xbox Magazine means 
that we are in the best position to give impartial, honest 
review scores. We don't do any deals to get access to 
finished games. As a result, we're in the best possible 
position to give you what you deserve - balanced, 
objective and accurate reviews on which to base your 
buying decisions. 


3» MICROSOFT HAS no access to, or influence over, the 
Official Australian Xbox Magazine. The company's 
involvement ends once it has made available to us 
materials we need for the magazine, and it will only read 
our reviews when you do. 


X» HOWEVER, BECAUSE we are the official magazine, we 
have unprecedented access to the newest Xbox games in 

development and the people making them. Our coverage of 
forthcoming titles will take you closer than ever before to 
the most exciting new games. We will talk to the developers 
and publish the best new screenshots before anyone else. 


3X» OUR OFFICIAL STATUS allows us to get closer to every 
Xbox story, rooting out the truth from the rumours and 
speculation. Because we can go directly to the people 
involved, you can be assured that every story in the 
magazine will be accurate and truthful. 


X» THE OFFICIAL AUSTRALIAN XBOX MAGAZINE is part of 
a huge network of games journalists across the globe, ready 
to visit games developers wherever they are and report 

exclusively for the Official Xbox Magazine World Network. 


3» WE BELIEVE that the readers of the Official Australian 
Xbox Magazine are one of our most important assets. 
While it's our job to provide you with the demos, news, 
previews and reviews you need, we want to be a place 
where your opinions and expertise can be shared with 
the new Xbox community. 
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HIS HAS BEEN an unbelievably big news month for 

Xbox. First, there's the price drop. Didn't surprise 

us. From $649 to $399? My heart skipped a beat. 

Microsoft's $250 ‘free gift’ program for anyone 

who bought early? We didn't believe it; but after a 
few calls to Microsoft HQ, all we can say is that when Mr. Gates 
opens up his wallet, you'd better believe it's for real. 

Xbox is getting bigger by the minute, ladies and gentlemen. If the 
$399 price tag isn't reason enough to go rushing out for an Xbox, 
then maybe its line-up of Triple A games for the next twelve months 
will change your mind. There's Splinter Cell (p.12), quite possibly a 
Metal Gear Solid 2 killer, Deathrow (p.14) the spiritual 
reincarnation of Speedball 2; Quantum Redshift, Microsoft's answer 
to Wipeout, and a whole lot more that you can find in our Future 
Blockbuster feature at page 40. 

If you're looking for great games in the here and now, you 
needn't look any further than this month's hot item, Spider-Man: 
The Movie (p.58). No, we haven't let ourselves get sucked into the 
media hype - we'd like to think our reasons for making it this issue's 
focal point are a little nobler. Spider-Man is one of the first third- 
party games simultaneously developed and released for all 
videogames platforms; and if there's any proof that the Xbox's hard 
drive, RAM, and the world's most advanced graphics chip can help 
make a game look and perform better, Spider-Man is it. 

Also, don't forget about our exclusive demo DVD. This month's 
highlight is a playable demo of Sega's futuristic alien blaster, Gun 
Valkyrie. You'll have loads of fun shooting everything that moves 
while never letting your feet touch the ground. 


DEMO DVD 
Flip. over to page 006 


Happy gaming. 


KEVIN CHEUNG 
EDITOR, OFFICIAL AUSTRALIAN XBOX MAGAZINE 
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Oddworld has issues: Corporate greed, animal exploitation, environmental destruction...and now the last members 
of your species are on the menu! Play cooperatively as both Munch and his flatulent friend Abe fight the corporate clods 
of Oddworld and struggle to avoid extinction. The fate of Oddworld is in your hands. 
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IMAGINE OUR DELIGHT when we lined up 
another FOUR playable demos for Game 
Disc 03. We cater for everyone here at 
Official Australian Xbox Magazine, hence 
the sublime Dead or Alive 3, best 
platformer on Xbox Oddworld: Munch's 
Oddysee and the insane driving experience 
that is Cel Damage. In addition, this 
month's biggie is an entire level of mayhem 
and destruction from Gun Valkyrie the 
futuristic alien blaster that scored an 
impressive 8.2 in Issue 02. 

Also don't forget to check out the 
new movie footage of hot upcoming titles 
like Transworld Snowboarding, Taz 
Wanted, Buffy the Vampire Slayer; as well 
as this month's featured game, Spider- 
Man: The Movie. Now load that lovely 
disc into your Xbox, folks, and get ready 
to Play:More. 


A Wrap your hands around the 
Xbox controller and get ready to 
navigate the Game Disc by mashing 
(gently) its multicoloured buttons. 
Use the directional pad or left 
thumbstick to highlight the menus 
in the right-hand window and press 
the A button to select. You can 
return to the previous screen with a 
push of the B button. The white 
button gives you an extreme close- 
up of the selection screen. 
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GUN VALKYRIE 


GAME INFORMATION 
TITLE: GUN VALKYRIE 
REVIEWED: ISSUE 02, PAGE 80 
SCORE: 8.2 

PLAYERS: 1 


e. LEFT THUMB STICK - MOVE FORWARD, BACKWARD, 
LEFT AND RIGHT; cuco To DASH WHILE JUMPING 

© RIGHT THUMB STICK LOOK; (CLICK) MAKE A 

gu DIRECTIONAL PAD ' NOT USED 

) ABUTTON ` USE 

© ° BUTTON —— dus ENERGY 


© x BUTTON ООО СУУ ee elit 
HEAT BLASTER 
JUMP; BOOST 


.. WHILST JUMPING — 


О WHITE BUTTON MAP 
@ BLACK BUTTON. 


WHAT YOU GET 

Valley 1, the opening stage. A vast, 
beautiful battleground, inhabited 

by Dr. Hebble Gate's bizarre alien 
creatures. 


WHAT YOU DO 

Your mission would be simple if 
you didn't have to contend with 
a bunch of alien spiders. After 
you've practiced with the controls, 
dash to the waterfall at the 
opposite end of the valley. Grab 
the Drive Gun and prepare for an 
alien bloodbath. Finally, return to 
the insertion point, decimating 
every arachnoid you meet. 


TOP TIPS 

Be ready to move as soon as 
you pick up the heavy machine 
gun. Alien spiders pour in from 
the valley walls so you can't 
afford to stand still. Use the 
rocket dash to avoid their 
attacks while shooting them 
with the heavy weapon. 


ANYTHING ELSE? 

Make the most of your map and 
the Look control. You'll need to 
use them both to find every 
single enemy. Boosting is also 
crucial to get you through some 
of the hairier moments. 


DEAD OR ALIVE 3 


GAME INFORMATION 
TITLE: DEAD OR ALIVE 3 
REVIEWED: ISSUE 01, PAGE 064 
SCORE: 8.5 
PLAYERS: 1 


RIGHT THUMB STICK NOT USED 


e DIRECTIONAL PAD MOVE 
A BUTTON . THROW; TEAM 
ATTACK IN TAG MODE 
B BUTTON кк 
8 X BUTTON . GUARD; COUNTER 
АТНА. 
Y BUTTON PUNCH 
Ф TRIGGER NOT USED 
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O WHITE BUTTON HEAVY PUNCH ` 
BLACK BUTTON TAG | 
MAGAZINE 


WHAT YOU GET 

As if the incredible intro 
sequence wasn't enough, there 
are EIGHT characters for the 
Time Attack mode, with single 
and tag options. 


WHAT YOU DO 

In single mode, beat the living 
daylights out of four deadly 
rivals. Alternatively, choose a tag 
team partner and fight three sets 
of opponents. Each bout is 
against the clock so try to win as 
quickly as possible. Losing a 
fight will cost you precious time. 


TOP TIPS 

Use the environment to your 
advantage. Knock your opponent 
through walls, over ledges, and 
into electrified fences to inflict 
major damage. Using grapple 
moves when an enemy is close 
to a wall sometimes triggers a 
more powerful variation of the 
throw for maximum effect. 


ANYTHING ELSE? 
Press the Black button to 
switch between characters in 


^* Spiders from Mars? 


FUN CHALLENGE 


SHOOTING THE 
SPIDERS from the 
air is fun. After 
picking up the 
heavy-weapon, 
jump from one of the high 
points and pick off the spiders 
from the air. See how many of 
them you can kill in one flight. 
We managed the not- 
insignificant total of seven 
dead big bugs. 
THE REWARD: The gratitude of 
every arachnaphobe in the 
known galaxy. 
PROOF: There's no reason to 
prove this one, it's just for your 
entertainment. 
THE RULES: Do not attempt to 
shoot real spiders with a heavy 
machine gun, even if they are 
extremely creepy! 


Tag Battle. Letting a character 
rest for a while slowly 
recharges their energy. Press A 
to execute a team attack. Each 
tag team combination uses a 
different attack. Try various 
characters to find the most 
brutally effective moves. 


^. Homemade grapple try. 


FUN CHALLENGE 


IN TAG BATTLE, 
see if you can beat 
your opponents 
using only the tag 
team grapples. 
THE REWARD: The 
gratification of seeing some 
truly brutal moves. 
PROOF: None, but you could 
always send us a video if you 
think your moves are flashy 
enough to impress. 
RULES: Show no mercy! 


. GAME DISC // DEMOS, MOVIES AND MORE 


ODDWORLD: MUNCH'S ODDYSEE 


GAME INFORMATION 

TITLE: ODDWORLD: MUNCH'S ODDYSEE 
REVIEWED: ISSUE 01, PAGE 090 

SCORE: 8.1 

PLAYERS: 1 


@ LEFT THUMB sec WALKIRUN 
RIGHT THUMB STICK (CLICK) USE WEAPON 


e DIRECTIONAL PAD MOVE CAMERA 
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B BUTTON GAMESPEAK _ 
X BUTTON. GAMESPEAK 
Q YBUTTON —  GAMESPEAK 
QL TRIGGER DECONTROL SNOOZIE 
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CEL DAMAGE 


GAME INFORMATION 
TITLE: CEL DAMAGE 
REVIEWED: SUMMARILY 
SCORE: 5.5 

PLAYERS: 4 


@ LEFT THUMB STICK TURN/PITCH 
RIGHT THUMB STICK NOT USED 


o DIRECTIONAL PAD NOT USED 
Q ABUTTON FIRE WEAPON 
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WHAT YOU GET 

The chance to guide Munch 
around Snoozie Labs. This 
generous demo is the whole of 
level 6, complete with two 
wonderful cut-scenes. 


WHAT YOU DO 
Snoozie Labs is a small but 
perfect introduction to Munch's 
Oddysee. It lets you test out the 
majority of Munch's skills for the 
first time. Swim through the 
opening section and make it to 
the blue control panel. From 
here, use the Snoozie Robot to 
shoot the pesky Vykkers in the 
area below. Don't venture into 
the Vykkers' lair with Munch 
until you're sure every one of the 
enemy swines is fully stunned. 
All you have to do then is 
Zap (after first having drunk a tin 
of the stuff from a vending 
machine) the Fuzzles from their 
cages (tipped with orange 
antennas) and escape. Then 
finally, press the B button at the 
Bird portal to free the Fuzzles. 


TOP TIPS 

The Snoozie Robot cannot kill 
Vykkers, it only stuns them for 
about 90 seconds. You'll have to 
act quickly to free the Fuzzles 
and escape before they wake. A 
drink from the Expresso and Zap 


WHAT YOU GET 

The first Desert Stage, Wild 
Wooly West. It's a good taste of 
the chaotic gameplay that Cel 
Damage has to offer. 


WHAT YOU DO 

In Smack Attack Mode, there's a 
large open space to drive around 
and the weapons are fairly 
sparse. They appear in the form 
of boxes that you have to collide 
with to collect. Rack up the 
Smacks by hitting and killing the 
other drivers. The first player to 
hit the 500 mark wins top 
bragging rights. 


TOP TIPS 

The Giant Axe and Mortar are 
the two most effective weapons 
in this demo. The Harpoon can 
spear multiple enemies with a 
single shot, but it's more 
difficult to aim. 


ANYTHING ELSE? 
Avoid getting hit by the train if 
you possibly can. 


GAME DISC USES BINK VIDEO TECHNOLOGY. COPYRIGHT (C) 1997-2002 BY RAD GAME TOOLS, INC 


vending machines will help you 
to achieve this. 


ANYTHING ELSE? 

As fortune would have it, our 
complete Masterclass for 
Oddworld: Munch's Oddysee 
starts on page 118 of this very 
magazine. Guiding you through 
every difficult bit on every level, 
it also shows you how to open 
the two bonus levels at the end 
of the game. Vital information 
for Oddworld completists and 
Abe lovers everywhere. 


4A Explosive action 


FUN CHALLENGE 


SEE HOW many of 
the Vykkers you can 
kill in one go by 
shooting the 
explosive crates with your Snoozie. 
THE REWARD: The pleasure of 
hearing those Vykkers squeak. 
RULES: Burp and fart - lots! 


^. Wooly jumper? 


FUN CHALLENGE 


SHEEP ARE 
HARMLESSLY 
hopping about the 
Wild Wooly West, 
just begging for 
something outrageous to happen 
to them. Show them the error of 
their ways and knock them 
across the level. See how far you 
can make them fly. 
THE REWARD: What could be 
more rewarding than ramming 
through sheep? Well, actually it's 
the satisfaction of catapulting 
them cross-country. Just don't try 
this in real-life, kids. 


MOVIES ON 
THE DISC 


Game Disc 03 is packed 
with 11 spectacular Game 
Movies for your joypad- 
free enjoyment. 


DAVE MIRRA 
FREESTYLE BMX 2 


No need for stabilisers here 


TONY HAWK'S 

PRO SKATER 3 

Proving that four wheels are 
better than two 


NHL 2002 


Canadians swear by it 


RALLISPORT CHALLENGE 


Keep your eyes on the road 


JET SET RADIO FUTURE 
Cooler than George Clooney's 
chilled peppermints 


TRANSWORLD SURF 
Extreme sports action in shark- 
infested waters 


TEST DRIVE OVERDRIVE 
Like Knight Rider, only without 
the talking car 


GUN VALKYRIE 


Too lazy to play the Game Demo? 
Watch this instead 


TRANSWORLD 
SNOWBOARDING 

Could this be the new king of 
snowboarding games? 


TAZ WANTED 


..a game of his own and now 
he's got one 


SPIDER-MAN: THE MOVIE 


Spider sense... tingling! 


S 


^* TransWorld Snowboarding. 


» BIG UPS: CONGRATULATIONS TO GRANT PIERCEY, THE HARDCORE NUTTER WHO SCORED 5 KILLS IN 1 MINUTE AND 14 SECONDS IN LAST ISSUE'S BLOODWAKE PLAYABLE DEMO. 
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MOTO GP: URT 


It's the most realistic motorcycle racer 
we've ever played. You won't believe it! 


Camere: Top Side - 


2002 FIFA WORLD CUP UE FUTURE BLOCKBUSTERS 


Find out how EA Sports is bringing the We infiltrate Microsoft HQ for a top-secret 
world's biggest sporting event to Xbox. М look at the Xbox's next big titles. 


DOS OFFICIAL AUSTRALIAN 60» MAGAZINE 


25 SPLINTER CELL 


Check out our exclusive new pics of 
Ubi Soft's incredible stealth-action title 


GEOFF CRAMMOND 


...and his Grand Prix 4 are the subjects of 
this month's EXCLUSIVE interview! 


DEATHROW 


Speedball 2, the Discs of Tron, skin-tight lycra, 
all rolled into one package. 


SPLINTER CELL 


014 DEATHROW 


INCOMING: NEWS 


THE BIG STORY 
THE MOLE 


IN MY OPINION 
HARDWARE 

X MEDIA 
CHARTS 


MULTIPLAYER MADNESS 


054 INTERVIEW: GEOFF CRAMMOND 


SPIDER-MAN: THE MOVIE 
MOTO GP 

DEADLY SKIES 

CRASH 

2002 FIFA WORLD CUP 

F1 2002 

NBA INSIDE DRIVE 2002 
SPY HUNTER 

AZURIK: RISE OF PERATHIA 
NIGHTCASTER 

ARCTIC THUNDER 

STAR WARS: OBI-WAN 
KNOCKOUT KINGS 2002 
TEST DRIVE: OVERDRIVE 
BURNOUT 

PIRATES: LEGEND OF THE BLACK KAT 


MUNCH'S ODDYSEE PLAYGUIDE 
HINTS & CHEATS 


WIN FREE STUFF! 
SUBSCRIPTIONS 
NEXT MONTH 


ON THE DISC: PLAYABLE 


>>GUN VALKYRIE 

>> ODDWORLD: MUNCH'S ODDYSEE 
>>DEAD OR ALIVE 3 

>>CEL DAMAGE 


ON THE DISC: MOVIE 


>>SPIDER-MAN: THE MOVIE 
»>JET SET RADIO FUTURE 
>>RALLISPORT CHALLENGE 
>> TEST DRIVE: OVERDRIVE 
>> TRANSWORLD SURF 
>>...PLUS SIX MORE! 
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NO 
LIGHTS. 


Fight through stunning movie scenes and unique new 
locations, with all-new aerial combat and in-air features. 


Battle the world's toughest villains, including 
Shocker, Vulture and the Green Goblin. 


p 
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Master web-slinging as you bank around corners, cut web- 
lines for sudden drops, and zip-line to adjacent buildings. 


GO BEYOND 
THE MOVIE 


ACTIVISION. 


activision.com 
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SPLINTER 


CELL 


Could this be the Xbox's Metal Gear Solid killer? 


WORDS: GAVIN OGDEN 


DEVELOPER: UBI SOFT 
PUBLISHER: UBI SOFT MONTREAL 
RELEASE DATE: DECEMBER 2002 
PLAYERS: 1 


ANYONE WHO'S FAMILIAR with 

the Rainbow Six games will 

know its brand of stealth and 
tactical gameplay, and understand why it 
was such a critical and commercial 
success. That's why Ubi Soft's Montreal 
studio has adopted the same principles for 
its all-new console ѕпеак-'ет-ир, Splinter 
Cell. Although the game's two year 
development cycle has unfolded under the 
close supervision of techno-thriller novelist, 
Tom Clancy, his name won't be attached 
to the title of the game in its PAL form. Ubi 
Soft is aiming to compete directly with the 
Metal Gear Solid franchise. 

Even so, Splinter Cell will adopt the 
rock hard simulation and management 
options that the hardcore PC gamers 
loved from the Rainbow Six series. 
According to senior producer Reid 
Schneider, the goal is to create a game 
that reflects movies such as Clear and 
Present Danger and Patriot Games. 


"We want to create a character-based 
game around geo-political intrigue with a 
strong emphasis on day-after-tomorrow 
technology. The story will be as compelling 
as a Clancy novel as well as having a deep 
history that makes political sense," Reid 
told us at an exclusive debriefing. 

Splinter Cell opens in the Caucasus, a 
mountainous region that includes 
Chechnya, the Russian border and 
Northern Asia. When a covert invasion 
threatens world stability, NATO intervenes 
and terrorist hell quickly breaks loose. 
From here on in it's up to field operative 
Sam Fisher to calm the rising storm. 

At Fisher's disposal is a selection of 
weapons and equipment only Tom Clancy 
could dream up. The weapon of choice is 
the multi-function concept firearm F2000, 
but gunplay is only one of the options. 

"We don't want gamers to just run in 
guns blazing," Reid continued. "The idea 
is to use the environment and stealth to 
achieve mission goals. Fisher can even 
sneak up behind a bad guy, grab him, 
and then force him to co-operate by 
pointing a gun at his head." 

There's still quite a way to go before 
Splinter Cell hits shelves, but the latest 
we've seen is nothing short of mouth- 
watering. One of Fisher's moves involves 
doing the splits to climb up the 
walls of a narrow corridor. We'd 
like to see Solid Snake do that. 
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^* From the streets, buildings or above - death can, and will, be unexpected. 


BONUS 
>>METAL GEAR TOO? 
Konami's Metal Gear 
Solid has had a big 
influence on Splinter 
Cell, but Reid is 
adamant that his game 
offers something new. 
“There are several 
substantial sub- 
missions that will 
differentiate Splinter 
Cell from Metal Gear 
Solid 2. We'll be more 
realistic than MGS2 
while at the same time 
taking what that game 
did and moving it a lot 
further. MGS may 
currently have the 
monopoly on stealth 
games but with Splinter 
Cell we're striving to 
change that, while at 
the same time taking 
the stealth-based 
adventure genre in new 
directions." 


SURROUNDED 
IN SOUNDS 


Splinter Cell fully utilises Dolby 
Digital 5.1 Surround Sound to 
immerse the player in walls of 
sound, taking effects off the Xbox hard drive 
while also streaming information straight off 
the DVD to produce a layered, atmospheric 
experience. So while the action-heavy scenes 
pump out banging dance tunes, veteran TV 
and theatre composer Michael Richard 
Plowman has been hired to create a tense, a | 5 
тоге spine-tingling soundtrack to back up E 
the stealthier aspects of gameplay. ^ Thermal gunplay rules - shoot the red blobs. ^* Stealth rules - don't stand in the light, moron. 
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Every future sport is violent - it is the law 


WORDS: GAVIN OGDEN 
GAME INFORMATION 


CAST YOUR MINDS back to the 

lethal frisbee throwing of 

Disney's Tron. Now add a hint of 
Speedball 2 and you should already be 
tasting the mouthful of blood that 
Deathrow is promising. 

Like most future sports, there's only 
one rule: win. This time round it involves 
launching hovering metal discs at goals 
over four two-minute rounds. How you 
win is up to you. The traditional approach 
is scoring points, but if you can severely 
injure each and every member of the 
opposing side then you'll win by default. 

And since audiences love lashings of 
blood, points are also awarded for any 
notable piece of crowd-pleasing mayhem. 
Win the crowd over and there's a good 
chance you'll win the game. 
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Each match sees two teams of four 
players taking to one of 15 combat 
stadiums for a mix of frisbee-style 
gameplay and hardcore hand-to-hand 
encounters that employ some fearsomely 
mean enemy Al. 

Not only will computer opponents 
seek to hurt you for their own personal 
pleasure, but they'll also be out for 
revenge should you nail one of their 
mates in a bout of good old-fashioned 
fisticuffs. Watch your back. 

A tactical team management 
mechanic also gives the game some 
depth by letting you customise your 
whole team, make bids for rising stars 
and even sell off your has-beens once that 
dodgy knee starts slowing them down. 

In a nod to every crazy-eyed player in 
every violent future sports movie from 
James Caan in 1976's Rollerball to 
LL Cool J in, ahem, the 2002 remake, each 
of the game's 13 teams comes complete 
with their own background, special 
abilities and motivation. Looks like you'll 
need to do more than float like a 
butterfly and sting like a bee to 
make it in Deathrow. 


MAGAZINE 


ашу. 


^* Deathrow maths lesson: face + spiky hover disk = sudden contact with floor. 


@ ^ Get in! Being good is just one way to win. Kicking arse is another. 


WORLD EXCLUSIVE FIRST LOOK DEATHROW 


BONUS 
INFO 


>> DESIGNED FOR LIFE 
Each of the game's 130 
unique characters 
features lifelike 
movement thanks to 
the power of Xbox. 
Each in-game model 
uses more than 7000 
polygons and contains 
over 55 bones to crush. 
You'll also see facial 
animations registering 
pain, fatigue, anger and 
of course, the flush of 
TEN А Slamdunking a metal disk is hard work. Michael Jordan has it easy. 


Wd 


A KISS ON THE HAND 

might be quite 

continental, but a good 
kick in the nuts is still a boy's 
best friend. With no-holds 
barred violence as inextricably 
linked to Deathrow as bad 
haircuts and pastel-coloured 
slacks are to golf, mastering 
combat moves could be as vital 
to success as learning how to 
pass and shoot at goal. 

A It doesn't matter if the ref sees this - if there is a ref... ^ The hover-cam was ideally placed for the arse shot. 
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jot the official 
Xbox skin 


XBOX PRICE GOES TO $399 


AND MAJOR GIFT TO ALL 
EXISTING CUSTOMERS 


Ere e 
ШОШО 


1800 148 894 
“шуа Retay 
$.00am + 10.00pm 


"| отче сорт 


\ 1л, Ultimate fighting comes to 
P, Xbox in the form of UFC Tapout 
Real fighters. 


Real fighting. 


fore 26th April 2002 Microsoft 
x Controller! That means you coul 
id or Dead or Alive 3 amongst oth: 


until 31st May, 2002, to 
lisport Challenge, Project 


v this reward if you meet the following cri 
d your Xbox before the 26th April 2002 


‘You must complete all of the fields on the form below and return to Microsoft by midnight on 31st May, 2002 


Failure to meet any of the above criteria will result in your exclusion from this reward offer. 


Print out this page and once you hi led in all the fields on this form, send the form along with required proof of 
‘chase (proof of purchase is deemed to be a receipt or tax invoice from the retailer) to the address below, No stamp is 


|| Box Loyalty offer 
Reply Paid 3591 
Sydney NSW 2001 


Middle Name: = ` 1 


A Submit your forms before May 31, otherwise it'll be too late! 
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INCOMING 


PRICE WARS! 


Round One goes to Microsoft in the clash of the consoles 


% MICROSOFT sparked a global price 
Ф war on April 26 after it officially 
P d dropped the price of the Xbox from 
$649 to $399. In the week 
following, an astonishing 12, 681 Xboxes 
walked off Australian retail shelves, a figure 
that eclipsed its own launch by around 4096 as 
well as the PlayStation 2's 3779 unit sales for 
that week. The price drop came amidst 
criticism that the Xbox wasn't selling as well as 
could have been hoped in the European and 
Japanese territories, which lead to a 
downgrading of Microsoft's forecasted first-year 
sales numbers from 4.5-6 million Xbox units 
worldwide to around 3.5-4 million. Nintendo 
responded within days, announcing that its 
Gamecube would launch for $329; Sony 
announced it wouldn't be changing its prices. 
Why the price-drop? Alan Bowman, 
Regional Director of Xbox put it best in his 
press statement: “The fact is, our pricing here 
had become uncompetitive and, we felt, an 
obstacle to the Xbox experience.” 


Microsoft is still making its generous and 
unprecedented offer of $250 worth of Xbox 
games and gear to the early adopters who'd 
paid $649. That's a control pad and two 
games of your choice, no questions asked. All 
you need is your proof of purchase and register 
your details at www.xbox.com.au. The offer 
expires on May 31. 

The feedback has thus far been hugely 
positive, the most common comment being 
that the Xbox is now extremely affordable. 
Other critics noted that Microsoft has been 
forced to take serious measures to remain a 
prime contender in the market, but the latest 
sales figures have rendered such worries moot. 

By the time this issue hits newsstands, the 
E3 Expo will be underway in Los Angeles, 
where it's anticipated Sony may make an 
announcement about a PlayStation 2 price 
drop. The Nintendo Gamecube will have 
launched as well, so by next issue we'll have a 
much clearer understanding of how the price 
drop has affected the market. 
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(Xx | THE EXPERT VIEW 


ы МАМЕ: OWEN HUGHES 
g JOB: PR & PROMOTION EXECUTIVE, UBI SOFT 
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THE XBOX PRICE DROP was certainly an 
unexpected bonus early in the lifespan 
of the console, a move wholeheartedly 
supported by third party publishers 
such as us. At this new competitive 
price point it's obvious that the 
consumer is the real winner in the 
so-called:‘console war’. 

Ubi Soft are committed to creating 
great games for all systems, with 
developers finding various strengths in all 
consoles that we can take advantage of. 
The new price point opens up a whole 
new market for Xbox games and 
guarantees publishers a wider audience 
for their products. It also proves that 
Xbox, as a new player in the console 
market, are listening to the both the 


publisher and the public's opinion when 
it comes to satisfying their new 
customers. The Xbox team have been 
very easy to work with and have proven 
to be a real partner throughout the 
console's launch into the Australian 
market place. They are continuously 
consulting third-party publishers on key 
decisions and regarding our titles to be as 
important as their own. 

Ultimately, choice is the key word for 
the consumer. Now, more than ever, it is 
the software that will determine where a 
gamer's allegiance will lie. 

With exciting upcoming titles such as 
Deathrow and Splinter Cell, Ubi Soft sees 
a bright future for Xbox gaming in the 
Australian market. 
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OB: TO CUT TO THE CHASE AND TELL IT LIKE IT IS 


IF THE LATEST SALES FIGURES are 
anything to go by, the price drop was a 
top move. Our saying this isn't motivated 
by any juvenile notions of ‘system wars’ 
(we'd like to think we can all co-exist 
peacefully), but more by self interest. 
Xbox is still a young console. It must 
build its user-base if it's to have any 
chance of enjoying long term success. 
The price drop seems to have done more 
than expand the Xbox user-base, though. 
It's completely destabilised the market, 
undercutting what's widely accepted to 
be a technologically inferior machine by 
around 20 per cent, and effectively 
cementing the Gamecube's image as a 
children's toy. After all, why buy a 
games-only machine when you can have 
just as many control ports and all the 
added benefits of a CD player, a DVD 
player, a jukebox, and a hard drive for 
only $70 more? 


FOR THE GAMES? 

Well, here's where we have a little bone 
to pick with all the Xbox nay sayers, and 
we'll let you in on a little secret: the 
majority of games on the market are 
available for every platform, because 
that's what third party developers 


generally like to do. They make more 
money by maximising their exposure 
across all platforms. 

The difference is that the Xbox's 
cutting-edge hardware allows these 
games to be enjoyed in their optimum 
form, with the smoothest frame rates, 
the most detailed textures and dazzling 
special effects. The debate's not even 
academic: just go out to the shops and 
see it with your own eyes. Take a look at 
all three versions of Spider-Man: The 
Movie. Xbox wins. The end. 

So if all three consoles have much 
the same titles, what's there to 
distinguish between them? Exclusives. 
First-party games. In the ten short weeks 
the Xbox has been on the market, 
gamers have already been able to enjoy 
Halo, Dead or Alive 3, Project Gotham 
Racing, Munch; and in the months to 
come, we're going to see Quantum 
Redshift, Toejam & Earl 3, Buffy the 
Vampire Slayer, Deathrow, and a whole 
lot more. If you think back, no console 
has had so many Triple A titles in such a 
short space of time. 

In short, at $399, we've found that a 
lot of people are running out of excuses 
for not owning an Xbox. 


Check out the new, smaller Controller S, as 
well as some of the new exclusives coming 
soon to Xbox. PLUS The Mole strikes again. 018 


Motocross madness with Ricky Carmichael 
and his surprisingly good racing/trick game. 
PLUS the hairy spinnage of Taz Wanted. 020 


Blockbuster footy series makes its bow 
on Xbox in time for the real event in Japan 
and Korea - the producer reveals all. 022 


The foul stench of death is in the air of the 
town of Ashcroft. Can you fight off the 
zombies in this multiplayer adventure? 024 


First screens and details of Sega's manic 
driving game. It's looking flashier and 
crazier than ever! 026 


OAXM speaks exclusively with the makers 
of the upcoming Xbox exclusive. Will it do 027 
justice to the show? Read on to find out. 


Fight for the light and dark in this huge 
adventure. PLUS the month's choicest 
Quotes amd the Top 10 Most Wanted. 028 


That's Mace Griffin Bounty Hunter to you, 
and it's the real next-generation space-set 
shooter. PLUS more news! 030 


Metropolis' finest in a super-villain heav 
third-person spectacular. It's the Year of the 032 
Superhero Game, by all accounts. 


Harry Potter, Hitch Hiker's Guide to the 
Galaxy, Star Wars Episode Il and more. 
PLUS cool new websites to visit. 034 


All the games you've been buying, along 
with all the ones you need to start saving 036 
up for. PLUS the popularity listings. 


> PAY RISE: ACCORDING TO A MARCH SURVEY IN THE NEW YORK POST, MICROSOFT SUPREMO BILL GATES EARNS AROUND $550,000 PER HOUR, OR $1830 IN THE 12 SECONDS IT TAKES YOU TO READ THIS. 
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First-party development produces FIVE new games 


Ш 


Mews Ц 


Easily digestible nuggets 
of key game information 


| re 


Speaking to Official Australian 
Xbox Magazine, Smilebit boss 
Takayuki Kawagoe revealed the 
highly anticipated Panzer 
Dragoon title will be revealed at 
E3 in May. He told us: "We're 
keeping quiet on the latest Panzer 
Dragoon game until then." He 
added that rather than the role- 
playing feel of Panzer Dragoon 
Saga, the Xbox-exclusive game 
will be more shoot-oriented. 


Sega AM2 Producer Shin 
Ishikawa recently broke the 
silence on how Shenmue Il for 
Xbox is shaping up. "Luckily, 
things have been going smoothly. 
The original Dreamcast version of 
Shenmue Il was compiled 
uniquely due to the limitations of 
the hardware, so we're redoing 
much of the coding, but things 
are advancing," he said. 


The follow-up to acclaimed PS2 
launch title TimeSplitters will be 
coming to Xbox this September. 
Developed by Free Radical 
Design, TimeSplitters 2 features 
single-player and co-operative 
story modes based around 
objective-based episodes. The 
engine has been upgraded to 
allow for bigger environments 
and better effects than those seen 
in the original. Prepare for Free 
Radical to spill more beans when 
we catch up with them for a full 
interview next month. 


Microsoft has struck a deal with 
Zona to create online Xbox tools 
based on the company's Terazona 
networking software, which can 
support tens of thousands of 
users online at once. The 
software also frees up developer's 
time so they can focus more on 
gameplay rather than having to 
spend all their time on network, 
server, infrastructure, and 
operational issues. And if the 
developers' game brains are 
spending more time dreaming up 
incredible new Xbox games, then 
that sounds like an absolutely 
brilliant decision that we'll all, 
ultimately, profit from. 
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% THE PAST MONTH has seen 
Microsoft announce no less 
* than five Xbox exclusive games 

in addition to Kung Fu Chaos 
and Whacked! - two cartoon fighters 
announced earlier this year. Tank stomper 

MechAssault, crazy racer Midtown 

Madness 3 and flight shooter Crimson 

Skies: Road to Revenge might have all 

seen earlier versions on PC, but the latest 

sequels will now appear only on Xbox. 
These join other Xbox-exclusive 

delights such as the frighteningly good 

looking beat-'em-up Kakuto Chojin 

(previous known as Project KX) and 

futuristic racer Quantum Redshift. This is 


A The new controller has а 


turning out to be Microsoft's answer to 
PS2's Wipeout series, so it's probably no 
coincidence that developer Curly Monster 
is made up of coders who worked on the 
original PSone game. Flick to page 040 
for an in-depth look at Quantum Redshift 
and Midtown Madness 3. 

With the console now launched in 
every major region worldwide, Microsoft 
has clearly been working hard to secure 
Xbox-only deals where ever it can. And 
with the huge US trade show E3 just 
around the corner, there's bound to be 
more even more surprises in store in the 
months to come. Check out the ongoing 
details next month in Issue 04. 


a mn 
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А A surprisingly blue vista in Crimson Skies. 


4 
^* Not sure what to mech of this... 


SIZE MATTERS 


Microsoft holds its hands up and 
unveils the smaller Controller S 


$&$ WHEN XBOX WAS revealed at the Consumer 
Electronics Show in Las Vegas back in January 
4 2001 both the console and the controller came 
under fire for being too big. While Xbox isn't 
actually that much bigger or heavier than 
PlayStation 2, the pad received criticism from the press and 
was quickly branded unsuitable for younger gamers. 

Another cause for concern was the mumbling from the 
Japanese games community, and its cold response for all 
things slightly bigger than normal. Consequently, Microsoft 
announced a smaller controller designed specifically for 
Japanese hands, the Controller S. Soon, many Western 
gamers demanded their own version of the smaller 
controller, rather than fork out an extortionate $80-$100 to 
importers for the Japanese one. 

After months of evaluation, Microsoft announced 
Controller S for the US. The new pad, available in April, is 
similar in size to the Japanese one but the buttons have 
been placed in a more conventional layout with the black 
and white buttons next to the right thumbstick. 

The grooves on the d-pad have also been changed 
slightly. Controller S hasn't been announced for Australia 


different button configuration to the 
original pad and is significantly 
smaller (not to scale). 


650X MAGAZINE 


yet, but we can reveal that several third-party peripheral 
manufacturers are already designing smaller unofficial pads 
for release later this year. 


MOLE 


LATEST NEWS FIRST SCREENSHOTS BRAND NEW GAMES 


THE MOLE 


Snuffling damp speculation-soil for juicy fact-worms 


ы 


А Want some more, do ya! 


ONCE AGAIN I'VE managed to infiltrate 
the Microsoft cafeteria to bring you the 
latest Xbox rumours from around the 
world. My underground network of 
burrows has exit holes in every major 
studio around the world. Be warned... 


A МЕШ DEAD OR ALNE! 
DOA series creator Tomonobu Itagaki is 
working on a new game based on the 
Dead or Alive brand. It's not DOA4 - that's 
not expected for a while yet - but it will 
include those fine ladies seen in DOA3. 
"The title is based on Dead or Alive," he 
said, "but it won't be a fighting game 
like DOA3. We thought it would be 
great to make a game for fans while 
they wait for DOA4. We're designing 
new characters for this new, original 
Xbox title and, of course, we intend to 
use these new characters in DOA4!" 


^* Wait... these things aren't supposed to fly, are they? 


SPLASHDOWN 


Will this give you liquid dreams? 


WORDS: JON ATTAWAY 


THOSE KEEN to get a Sea- 


Doo between their legs 
b> will be pleased to hear 

that Infogrames are 

bringing Splashdown to 


the Xbox later this year, under the 
Atari label. 

For those unfamiliar with the 
game, it involves speedy racing across 
the world's waterways, spraying wake 
waves and noisy two-stroke pollution 
over eye-candy locations like Bali and 
historical Venice. The game originally 
came out late last year on PS2 - but 
as is increasingly the case, Xbox 
owners will be the ones who end up 
playing the definitive version. As well 


METAL GEAR X 

Perhaps the game about which there is 
more whispering than any other, but 
we've prised the truth out of the clammy 
hands of a source very close to Konami 
HQ - MGS2 will be announced for Xbox 
at the E3 show in May. No news yet as 
to nay Xbox-only additions and extras, 
but keep your Codecs charged and I'll 
be the first to tell you. 


WHAT A CARNE UP 

News floats in to me on a gently 
undulating tide that a leading British 
development house is working on a jet- 
ski racing game very much in the style 
of Wave Race 64 on N64. And like the 
above antics of our friend Solid Snake, 
this game will be announced at E3. We've 
also heard that this extreme water sports 
title is heavily bent toward online play... 


^* Xbox power rolls these waves. 


A Crazy girl racer 


as two new areas to race in, the 
powerful Xbox GPU enables the 
developers to create more dynamic 

water - which translates into fatter, 

more rolling and bigger waves. And 

that can only means bigger jumps. 

Racing's spiced up with mid-air 

trickery that rewards you (if you're 
good enough) with a handy 
performance boosts. Over 40 tracks 
are currently being prepared for the 
new version. 

It all invites comparisons with the 
classic N64 racer, Wave Race 64 - and 
if the Xbox is used properly, we'll 
finally see video game water that 
compares to that elderly classic. 
We've not too long to find out, either: 
July is just round the corner, and we 
ought to be having fun in no time. 


% AS ALWAYS, Britain strives 
$ to be different from the 


rest of the Europe. While 

$ the mainland apparently 
shuns Xbox in droves, British punters 
have been snapping up the console 
(though not in droves, mind). A solid 
success thus far nonetheless, and it 
can only get better following the 
price drop. Incidentally, reactions to 
that have been (as usual) mixed, 
with the typical shouts of “Microsoft 
is doomed!" from certain sections of 
the press, but others (especially in 
the retail sector) praising the move. 

No surprise to discover what the 
general public thinks: on the 
weekend after the price cut took 
effect there was a predictable spike 
in sales. Although one has to feel 
sorry for early adopters (who in 
fairness do get compensation), the 
move does demonstrate that 
Microsoft is serious about pushing 
Xbox. It also neatly solves the price 
war in Germany (see last issue) 
which, incidentally, has taken 
another amusing turn - one store is 
now offering an Xbox and TWO 
Siemens C45 mobile phones for 
€149 (A$250)... provided you sign a 
mobile phone contract, of course. 

The only ominous sign for 
Microsoft is that Nintendo, for once, 
appear to be taking Europe 
seriously. 20 launch titles may be 
par for the course these days, but it's 
unheard of from Nintendo, as is a 
solid schedule of titles to follow. 
The new, lower price rounds off a 
surprisingly attractive package. 
Whether the public can trust them 
after years of shoddy treatment is 
another matter, however. 

Finally, conveniently enough a 
couple of extremely popular football 
games have rolled on to store 
shelves in time for the World Cup. 
Eidos' Championship Manager may 
be a newcomer to the console 
scene, but boasts a fine PC pedigree 
and alongside EA's official World 
Cup game will surely make a large 
dent on the sales charts. It's just too 
bad Viduka & co. couldn't make it to 
the actual event, eh? 


Ravi Hiranand 
UK Correspondent 


> CONTROL QUIBBLES: WITH THE BLACK AND WHITE BUTTONS LOCATED NEAR THE RIGHT ANALOGUE STICK ON THE CONTROLLER S, HOW IS ONE TO SWITCH GRENADES IN HALO? 
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Easily digestible nuggets 
of key Xbox information 


Tecmo is to take full advantage of 
the Xbox hard drive and release a 
Booster Disc for beat-'em-up 
Dead or Alive 3 in the US. 
Included free with the June issue 
of the Official Xbox Magazine US, 
the game will include all the new 
movies, costumes and moves 
seen in the PAL version. So, for 
once, we've beaten our American 
chums to the prize. This could set 
a precedent - see Xbox Surgery 
on page 096 for an update. 


Although EA has yet to officially 
announce an Xbox version of 
WWIII first-person spectacular 
Medal of Honor: Allied Assault, 
word is the game has been put 
on hold while the company waits 
for details on Microsoft's online 
strategy. EA is looking to release a 
Medal of Honor game (maybe 
something that isn't Allied 
Assaulf? Maybe Xbox-exclusive?) 
on Xbox by Christmas at the latest. 


Codemasters has pledged to 
change first-person shooters 
forever with Shoot to Kill: 
Colombian Crackdown. As a Drug 
Enforcement Administration 
Officer, it's up to you to hunt 
down dealers and gangs involved 
in the trade and trafficking of 
cocaine. Your only aim is to shoot 
to kill. Sounds pretty damn fine 
to us, but it's going to have to 
pull out all the stops to rival Halo. 


Activision has splashed out and 
bought developer Shaba Games 
in an attempt to boost its internal 
development schedule. Members 
of Shaba's team have worked on 
the likes of Pandemonium, Grind 
Session and Soul Reaver: Legacy 
of Kain in the past. In terms of 
future Xbox output, the team is 
currently working on Shaun 
Murray's Pro Wakeboarder. For 
those of you not into your water 
sports, a wakeboard is a short, 
very broad water ski ridden in the 
manner of a snowboard by a 
person towed by a motorboat. 
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MX2002 үш FEATURING iii — 
RICKY CARMICHAEL Sizes ae 


Down ina biker aioe roove - yeah! 


WORDS: STEVEN BAILEY Three tutorials in, it became clear 


that there's more to controlling your bike 
than just twiddling the stick and parking 
your thumb on the A button. The right 
trigger overloads the front of the bike, 
allowing you to leap like a gazelle over 
jumps and land in relative safety. 
The left trigger engages the clutch; 
hold it for a second or two just after 
landing or while skidding out of a bend 
YOU CAN'T have the Racing for a little boost. i : 
Game Balancing Thing all Clicking down the right thumbstick 4% None-handed will always impress girls. 
your own way every time. performs powerslides to get you through 
Sometimes you want plug 'n' the toughest of hairpins. Promising 
play, others, you want half-an-hour in details like this make it worth giving 
Fiddlesville tweaking engine innards to MX2002 the full review MOT, which 
within an inch of their life. you'll find somewhere on the fresh, crisp 
Then MX2002 gets loaded up, and pages of next month's Issue 04. 
what should happen? At first, it seemed 
too simple, as we took Ricky Carmichael 
himself through the early stages of a 
career mode with not a care in the world. 
He is just one of 28 riders available, 
plucked from 125, 250 and freestyle 
motocross. The 'freestyle' part is key, 
since the game mixes racing and tricking 
in equally significant measures. Think 
Tony Hawk's meets RalliSport Challenge 
on two wheels and bumpy dirt. 8 à Т 
^* The blue dot on the gauge is you. ^* Not the best landing we've ever done... 


^ Quite literally all mouth and no trousers. A Looks like this Tasmanian Devil is afraid of the drink. 


One part of the beach level, where 
the mentally unbalanced mammal bombs 
down a system of waterslides, made us 


think, in a nice way, of Sega's Sonic. Very 
enjoyable it was too. 

The core gameplay revolves around 
destroying the wanted posters Yosemite 
WORDS: JON ATTAWAY and beach themes - the game couldn't be Sam has dotted around each level, and 

more cartoon if it was on an all-kids cable developer Blitz has used the premise to 
channel at teatime. Nothing too surprising include some inventive tasks. In one case, 


A Devil of a platformer nears completion 


DEVELOPER: BLITZ GAMES there, you might think, but the animation а wanted poster is slapped on the floor, 

1 and colour palette really do create an and can't be destroyed by spinning on it. 
PUBLISHER: INFOGRAMES authentic and very welcome Looney But tucked away elsewhere is a floor 
RELEASE DATE: JULY 2002 Tunes atmosphere. polisher that Taz can jump on and ride... 

Neat visual and gameplay touches One concern we have at the moment 
% BASED ON OUR playing of a are plentiful, like the bears in the zoo is that the final game may be too easy for 
C three-level chunk of Taz level that use Taz as a punch bag, or the the over-eights, but there are some nice 
Wanted - with the trio of game enormous atomic burps that allow him to ideas here, and plenty of charm on show. 
* areas showing off arctic, zoo floor nearby enemies. An achingly accurate review follows soon. 
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NINTENDO 
GAMECUBE. 
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freestyle bmx 


FOUR OF THE BEST HAVE JUST GOT BETTER AS THE NEXT 
GENERATION STEPS UP А LEVEL TO XBOX AND GAMECUBE*. 


(©) * Crazy Taxi available on GameCube and PlayStation 2 only. Nintendo™, Nintendo © and the Nintendo GameCube Logo are trademarks of Nintendo. 
Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and /or in other countries and are 
used under licence from Microsoft. SEGA™ and the SEGA logo is a registered trademark of the SEGA Corporation. All games available on PlayStation 2. 


INCOMING 


OPINION 


The new price 
is right! 


WAR IS LOOMING. Not World 
War Ill, nor some petty jihad, but 
something far more earth- 
shaking. A war that actually 
affects our lives, a battle for the 
future of technology as we know 
it. Yes, we are now seeing a 
fully-fledged price war between 
Nintendo and Microsoft. When 
the initial sales figures of the 
Xbox proved to be less than 
impressive, Microsoft took mere 
weeks to lop $250 off the cost of 
buying the console. 

Then, only a few days later, 
Nintendo announced the cost of 
the GameCube would plummet 
from $399 to $329. Not bad, 
considering that it wasn't even on 
sale yet. This is incredible news. 
Normally, these two corporate 
juggernauts display arrogance 
towards their customers, dictating 
prices and terms to customers 
who have no real alternative. But 
this new behaviour is sensible, 
competitive, maybe even nice. 
Words not usually used to 
describe Microsoft. 

It's great news for consumers. 
A price war on brand new 
hardware, with each machine 
boasting many killer-apps in the 
near future. But something isn't 
quite right about the whole deal. 
One corner of the TV-game triad 
has remained unusually silent - 
Sony. There has been no price 
drop announced for the PS2. It's 
still $499, and it's going to stay 
that way. Such a callous attitude! 
Such arrogance! Why won't 
Sony get with the program? 

Because they think they don't 
need to. They're supposedly, and 
not unexpectedly, still doing well. 
Faced with this much market 
momentum, they may soon be 
giving Xboxs away in your next 
box of Weet Bix. 


Taren Capell is an independent 
journalist. His views do not 
necessarily reflect those of the 
Official Australian Xbox Magazine. 
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А Ten metres of death metal with a bad attitude and firepower to match. 


GUN METAL 


Robots in der skies 


WORDS: GAVIN ODGEN 


DEVELOPER: RAGE 
PUBLISHER: RAGE 
RELEASE DATE: JUNE 2002 
% JUST HOW GREAT are giant 
robots? They stomp, transform, 
® trample, carry guns capable of 
knocking Jupiter's moons out 
of orbit and are invariably the last line of 
defence in future times of war. 

All of these are significant factors in 
Gun Metal, Rage's attempt at bringing 
mechwar to Xbox. What keeps it head 
and exoskeleton above most 3D action 
blasters is your robot's ability to 
seamlessly transform into a jet fighter, 
switching from ground and air combat as 
you see fit. 

In the words of producer and 
designer Phil Wilson: "The game design 
was structured around the ability to freely 
transform between the mech and jet 
modes. It was important to us that this 
feature was at the player's discretion 
rather than simply forced at certain points 
in the game. The two modes are very 
different, with clear pros and cons." 

We found this to be true when getting 
to grips with the towering, 10 metre-tall 
beasts through the first three of what will 
eventually be 25 gruelling missions 
featured in the finished version. 
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Things got pleasingly hectic and 
pyrotechnic as we provided escort and 
protection for allies, seeing off wave after 
wave of enemy forces who attacked from 
all sides with suicide bombers, troop 
carriers and mortars. 

Back to Wilson: “An aspect of the 
game that I'm pleased with is the battles - 
the power of Xbox allows us to have a 
hell of a lot of active units, and they don't 
all need to be bent on your destruction. 

"The player will occasionally find his 
guys standing their ground facing certain 
death. In he strides, puts himself in the 
line of fire and then saves their skins.” 

See? Giant robots are ace. 


¢ Bad arsed bogies front and centre. 


. inbound mortars! 


LATEST NEWS FIRST SCREENSHOTS BRAND NEW GAMES 


HARDWAR aS 


PRICE: $109.95 
More kit than a Knight Rider convention RELEASE DATE: NOW 


Are you enjoying Xbox? 
4 When Xbox launched in 

Europe, | travelled to 
T. GREAT WHEEL, this. The grip of London and bought a UK Xbox and 


% HI, AUSSIE XBOX players! 
+ 


the rim is gorgeous and the games. I'd like to compare the 
smooth, non-slip without being launches of UK and Japan. The 
too plasticky or ribbed. It's a quality launch event in Tokyo started on 
e XBOX ARCADE STICK product, perfect for playing RalliSport Friday morning at 6.40am. 
«0 ~^ РАСЕ: $69.95 Challenge because the steering has just It was a weekday, so there 
ш RELEASE: NOW | the right amount of give and it slides back weren't many people around, but 
| to neutral position swiftly and solidly over 500 people bought Xbox in 
| (essential for correcting oversteering). Shibuya. | preferred the midnight 
Works a treat with Project Gotham, too. event in the UK and enjoyed the 
AX All the buttons, including the handbrake, launch party for the press, retailers 
are within easy thumb-patrol. The and developers. 
dia combo chatter you get with paddles, however, aren't brilliant, but they I also liked the limousine that 
—— n a real arcade knob, but it's a do their job as gear shifters well enough. was used to take home the first 
bit sticky. Pulling off a complete 360? The pedals are good, obviously person that bought an Xbox. These 
ABOUT TIME an arcade stick can be awkward, but overall this is far modelled on the real thing, but they do were great receptions. 
graced these pages, and this more precise than most other pads | have a lot of range, meaning your heel As you may have heard, some 
one's good. By now, you will where DOA3 is concerned. The buttons has to slide up and down the pedal block Xbox systems scratch DVD and CD 
hopefully have sampled the smack- are okay; they feel slightly spongy, but itself. Overall, though, a top piece of kit. discs. It's a serious problem for 
happy delights of DOA3 - this stick does — they're big and accessible. some Japanese gamers, but the 
more justice to that game than the This is a solid peripheral, and as quick response of Microsoft in 
floaty d-pad of the Official Controller. It more fighting games become available, SCORE 4/5 Japan was good. 
sits happily on floor and lap alike, and this Stick could come into its own. Two weeks after launching in 


Japan, Microsoft recognised its 
mistakes but electronic retailers 
Laox and Sato Musen announced 
that they would stop selling Xbox. 
Finally they decided to re-stock Xbox 
from March 9, but in the people's 
general perception, Xbox had 
already got a bad image. 

Looking forward, Halo is 
released on April 25 in Japan and | 
hope and believe that Japanese 
gamers will enjoy this game and 
forget about the scratching issues. 


there's a generous wrist-rest flanking 
the buttons. The stick features extra 


loud microswitches for that authentic SCORE 4/9 


quick whirl and it blossoms. The grip 
is moulded such that it's perfectly 

& flush with your palm; the buttons 

are flat, within easy reach and 

not too close together; and 

h the d-pad actually allows 

| decent directional 


movement, unlike other 360 MODENA PROGRAMMABLE 
control devices. GAMEPAD Koji Aizawa 
There's only one PRICE: $59.95 Editor-in-Chief 
thing stopping it from 7 Famitsu Xbox 
trumping the Official Pad - RELEASE DATE: NOW Japanese Xbox Magazine 
a slight case of Third-Party 
Syndrome. This affliction, WE REVIEWED the not-so-distant 
where triggers and АА cousin of this Thrustmaster 
thumbsticks don't feel as pad in Issue 02, where it scored 
LLER substantial and solid as | a healthy 3/5. So, what's the difference 
XBOX ADVANCE CONTRO those on official between that and this, besides a rather 


` PRICE: $49.95 
RELEASE: NOW 


controllers, is all too tacky speedometer graphic circling the 
common. But this is just a buttons and left thumbstick? Nothing. It's 
bit, making it the best value — | just cosmetic - a wee bit more colourful - 
peripheral out there. We're not and thus can only be recommended for 


THIS IS THE Galaxy Caramel saying it's better than the official super-hardcore Ferrari fetishists. Since 
Ax of third-party pads - looks a pad, but if you want for a cheaper there isn't anything else much different, 
bit chunky, but it melts into alternative, this is it. there isn't any reason to change the score. 


your hand as soon as you pick it up and 
you fall in love with it there and then. 


It's not much to look at, but give it a SCORE =/= | SCORE 2/85 


>” THE BALL WAS IN: NINJAS, THAT ELITE BAND OF SILENT ASSASINS, ARE SAID TO POSSESS SUCH INCREDIBLE LEVELS OF CONTROL OVER THEIR OWN BODY THAT THEY ARE CAPABLE OF RETRACTING THEIR GENITALS INTO THE BODY CAVITY TO AVOID ANY HARM COMING TO THE PRECIOUS BITS. OURSELVES, WE LIKE A NICE CODPIECE. 


A Halo - now on sale in Japan 
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Easily digestible nuggets 
of key Xbox information 


Championship Manager 
developer Sports Interactive has 
signed up ex-Liverpool player Ray 
Houghton to consult on the footy 
sim. Commentating on the deal, 
Houghton said: “1 knew Sports 
Interactive when | was an agent 
and was aware then of how 
accurate their database of 
players’ stats was. As soon as | 
announced that | was leaving 
Crystal Palace, they were straight 
on the phone." 


The Internet has been awash with 
rumours that id's Doom 3 is set to 
arrive on Xbox before PC with 
Quake IV also being eyed as an 
Xbox-exclusive title. When it 
comes to first-person shooters no 
one does it better than id... apart 
from Bungie Studios, of course. 
We'll have more news on this 
developing story next issue. 


Sega Japan has announced a deal 
with Tokyo-based Coolnet 
Entertainment to bring classic 
Sega games to Xbox. Sega's 
European head of product 
marketing Jim Pride, told us: 
“This announcement is for Japan 
only and is more of an 
announcement of who is 
developing the games, rather 
than what the games are. 

Which titles and how many have 
yet to be revealed.” Take time out 
to pray for a local release... 


IBVA Technologies is looking to 
bring its brain tracking technology 
to Xbox. Don't be scared, it's all 
above board. IBVA big cheese 
Drew DeVito said: "There's finally 
a consumer product that has the 
power to do everything we've 
always wanted to do with brain 
tracking in the home. If you're 
racing along in Gotham or 
RalliSport and your concentration 
is broken, our system will pick 
that up and kick in the handbrake 
to wrest control out of your 
hands." Is this Issue 503 or 03? It 
all sounds a bit too sci-fi, to be 
true, quite honestly... 
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^* The Subway is the very first level. 


А The Judge has useful magical skills. 


HUNTER: THE RECKONING 


A You'll have to hunt for innocents on the mean, zombie-ridden streets. 


The living-impaired want your brains in a pastry wrap 


DEVELOPER: DIGITAL MAYHEM 
PUBLISHER: INTERPLAY 
RELEASE DATE: JUNE 2002 


WORDS: STEVEN BAILEY 


% OUTSIDE, THE SUN was 
shining. Inside our Games 
* Deconstruction Chamber, the 
world was a shadowy Hell-torn 
nightmare as we sampled the first two 
levels of undead-stomping action romp 
Hunter: The Reckoning, the monstersome 
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shooter we first revealed back on page 
022 of Issue 02. 

In the tradition of arcade classic 
Gauntlet, four players can play co- 
operatively on one full screen while the 
number of enemies (just your basic 
zombies, gargoyles and exploding spiders) 
multiplies accordingly. To keep everyone 
in the action, the camera pulls out from 
the close-in third-person view of the one- 
player action to a fixed, higher viewpoint. 

Your choice of weapon in any mode 
- up-close melee, special magic or long- 
range gunfire - is crucial. We found this 


out the hard way, on the second level as 
we attempted to escort a small girl to the 
sanctuary of a local church. Success was 
largely down to one player keeping a 
close leash on her while blasting distant 
targets with gunfire, while the others 
mopped up closer enemies with some 
furious hacking and slashing. 

It's turning out to be a deeply 
atmospheric game, dark and broody with 
some schlocky gore-mongering and some 
manic, if occasionally patchy, action. 
Being able to walk in one direction while 
firing in another is crucial, and is 
reminiscent of those other elderly arcade 
classics Ikari Warriors and Smash TV. 

Taming the final version of Hunter 
may not be an easy thing to do. Despite 
getting our hands on some chainsaws, the 
disturbing second level boss still scattered 
us like skittles in a wind tunnel. Don't 
expect this one to be a push-over. 
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A "Oops. Forgot to indicate." The highway code? Isn't that an extremely rare fish? 


CRAZY TAXI 3: 
HIGH ROLLER 


Project Gotham is King of the road. Here's the Jester 


BA 


А The Crazy Drift manoeuvre should make it into this third game. 


EARNING ITS NAME with flying 
colours, the Crazy Taxi series has 
always featured some mental 
acrobatics. Playing the original to any 
level of mastery involved using two 
features of the control method - the 
Crazy Drift and Crazy Dash - to pull 
off some zany driving movements. 
The Drift allowed you to pull off 
mad handbrake turns for speedy 
changes of direction, and the Dash 
triggered off a useful boost. Using the 
two effectively in tandem opened the 
game into something far, far deeper 
than the first impressions could ever 


show. The sequel introduced the 
brilliant Crazy Jump - proper Knight 
Rider stuff - allowing you to leap like 
a salmon over the most stubborn of 
traffic jams. It also meant that you 
could hop around the rooftops, 
places where no other cabbies dare 
to cruise. 

Whatever Hitmaker decides to 
do with the control method in Crazy 
Taxi 3: High Roller, the finished game 
will be a far more refined (yet 
immensely playable and arcade-like) 
driving experience than its goofy, 
brightly coloured exterior suggests. 


WORDS: STEVEN BAILEY 


haphazard cab-'em-up has been on the 
radar for ages, and we've got the info. 
The game is staged in Glitter Oasis, a 
cartoon lampoon of Las Vegas, filled with 
crackling neon signs, flashy casinos and 
techno-bonkers billboards. 


DEVELOPER: HITMAKER 
PUBLISHER: SEGA 


RELEASE DATE: AUGUST 2002 


% SEGA'S MIGHTY Crazy Taxi 
breathed a blast of fresh, magic 
tree air into arcades 
Ф everywhere in 1999, before 
spilling onto Dreamcast and PlayStation 2. 
It has even spawned its own groupie in 
the form of The Simpsons Road Rage, 
which didn't compare very well. 
An exclusive Xbox-only version of this 
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There are plenty of outstanding sights 
in the game's play area, including typically 
glitzy and grand locations like the colossal 
space-themed Galaxy building, complete 
with a spectacular space camp launch 
pad and space shuttle. 

Take a look at the screenshot showing 
this outlandish location, and you'll see the 
build-up of traffic at the crossroads that 
surrounds the area. It gives a good idea of 
the grand visual scale and style you can 
expect in Crazy Taxi 3. 
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We'd also bet our trousers that 
there'll be a whole range of tweaks and 
additions to the control method over the 
previous two Crazy Taxi titles (see ‘Mad 
Motion’ section, above). As with Jet Set 
Radio Future, we expect Sega to soup 
everything up as much as possible to 
overhaul the gameplay. 

Accompanying the fresh gameplay 
ideas is a line-up of all-new carriage 
drivers. The current roll call includes 


cabbies Angel, Zax, Bixbite and Mrs Venus. 


Developer Hitmaker are focusing on the 
personalities of the behind-the-wheel 
crew. A posting on their website revealed 
that in the case of Mrs Venuus “her body, 
spirit and driving technique are all huge” 
and that Zax “beats anybody with his 
reinforced Hydropneumatic." Both of these 
declarations scare us slightly. 

The appearance of this first trickle of 
Crazy Taxi info-matter is significant - it 
means that a deluge of information will 
soon be on the way. 


LATEST NEWS 


BUFFY THE 
VAMPIRE SLAYER 


FIRST SCREENSHOTS BRAND NEW GAMES 


It's the game all would-be slayers have been waiting for 


WORDS: DAVID WILDGOOSE 


DEVELOPER: FOX INTERACTIVE 
PUBLISHER: ELECTRONIC ARTS 
RELEASE DATE: JUNE 2002 


COOL, SEXY, PAINFULLY 

% CONTEMPORARY, and home 

e to copious violence, Buffy the 
+ Vampire Slayer was always a 
prime candidate for the 
transition from television series to 
videogame. Although the show is best 
known for its game-compatible scenes 
of demon-hunting and vamp-dusting, 
Buffy fanatics appreciate the interpersonal 
drama and dark humour far more. Facing 
this issue, developer Fox Interactive has 
taken the predictable route and crafted 
a sprawling action-adventure with the 
emphasis firmly on the former. 

When quizzed as to how the 
development team handled the show's 
combination of action, drama and 
comedy, David Stalker, Producer at Fox 
Interactive, responds: 

^| think the ratios are a little different 
in the game versus the TV show (the 
game naturally has more emphasis on 
action) but all of the elements you 
mentioned are definitely present. 
There's dialogue in the cutscenes and 
interactive sections where the gang 
shine through... this is where most of 
the comedy comes from." 

For the most part you'll play Buffy 
as she kicks, punches and stakes her 
way through a typical night in 


A Zombies are а little harder to kill. 


Sunnydale (which, for newcomers, is 
situated on a Hellmouth - the entrance 
to Hell itself). Buffy's companions like 
Giles, Willow and Xander will also 
make appearances to offer advice and 
items or to kick the story along. 

The game depicts a self-contained 
episode set during the show's third 
season, where Buffy is still in high 
school, Spike is still bad, and Angel is 
still shirtless in an abandoned church. 

"| think this is what most people 
envisage when they think of Buffy," says 
Stalker. "They think of her in high school 
by day and slaying vamps by night." 

To this end, Fox has designed a 
combat system that is both accessible 
and complex in that it owes a debt to 
dedicated fighting games such as Dead 


^ Buffy's best friend: a big, splintery wooden stake. She carries several. 


or Alive 3. As a result, victory is just as 
much about outwitting the enemy than 
out-punching them. 

"Using the environment to your 
advantage is a major tactic in the 
game", Stalker reveals. "Buffy can bust 
up wooden furniture to make stakes or 
grab opponents and throw them into 
hunks of sharpened wood that are in 
the environments. She can also do 
things like fatally throw/kick/punch 
enemies off of precipices or into the 
path of oncoming trains!” 

Of course, away from the smart 
dialogue and weighty drama, Buffy 
fanatics don't mind watching a sexy 


blonde chick kickin’ some undead arse. 


Which is lucky because on that count, 
at least, Buffy is sure to deliver. 


A Don't panic! This story is set before the Buffy/Spike love twist. 


% THROW A BRICK into a 
crowded room at this 
Ф” усаг" ЕЗ and you're 
Ф bound to hit someone 

who would gladly pay for the 
honour of rubbing Shigeru 
Miyamoto's feet*. As silly as it all 
sounds, this sort of hero worship IS 
a part of the industry. Gamers 
expect the members of this inner- 
circle of developers to make 
pushes in new exciting directions, 
and this support allows said 
heroes to do their work. This is 
probably why a lot of gamers in 
the States are still pondering the 
recent resignation of Xbox co- 
creator, Seamus Blackley. 

What's crazy is that the 
gamers who DO care don't care 
about the impact it will have on 
the future of the Xbox, but rather 
why Blackley 'really' quit. "Maybe 
Nintendo bought Microsoft and 
Konami" and "Metal Gear Solid XX 
Alpha, is being developed by 
RARE!" | could go through an 
endless list of absurd ideas 
inspired by the fanatical visions of 
Sony and Nintendo fanboys, but I 
only have so much space. | am no 
doubt preaching to the choir, but 
my point is this: Blackley leaving 
his position to supposedly do what 
he wants is not a sign of the 
apocalypse. If anything it is a sign 
that certain gamers need to spend 
more time playing games, and less 
time imagining goofy political 
struggles taking place within the 
Microsoft offices. 

Of course, this isn't the 
most accurate portrait of the 
general mood in the United States. 
I just really know how to pick the 
message boards and chat groups 
| frequent. My folly | suppose. On 
the bright side, a lot of excitement 
is building up for the Xbox's 
showing at E3. Time to show 
your stuff, Microsoft! 


Ryan Thompson 
US Correspondent 


*Throwing bricks into crowded rooms 
is dangerous and is not endorsed by 
Official Australian Xbox Magazine. 
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LL We're offering the DOA3 
extras free of charge. It's a 
win-win situation for everybody. 
Of course, the only system on 
which this is possible is Xbox, 

thanks to the hard drive. 


Tomonobu Itagaki 

Creator, Dead or Alive 

On the US-only booster disc for his 
beautiful beat-'em-up 


| feel he loves that thin 
Bü 8 LT] 


more than me. 


Britney Spears 

Pop Princess 

Referring to ex Justin Timberlake's 
Xbox addiction. Is Halo why they split? 


BE Worst video game... 
everrrr. 


Comic Book Guy 
Overweight Geek Retailer. 


Where irony meets painful truth during 
the credits of The Simpsons Road Rage 


Full of promised Eastern games 


Here are the top ten most wanted 
Xbox games, as voted for by those 
crazy readers of Japanese gaming 

mag Famitsu Xbox... 


DEAD OR ALIVE 3 
No surprise there then 


GENMA ONIMUSHA 
Capcom's stoked slasher scores big 


DINO CRISIS 3 
We'd all like this one... 


SOUL CALIBUR 2 
..and this one too 


HALO 
Japanese don't like shooters then? 


JET SET RADIO FUTURE 
Ah, it had to be in here somewhere 


RIDGE RACER NEXT 
Namco's ageing racer keeps going 


AIRFORCE DELTA STORM 
AKA Deadly Skies. They'll learn 


PANZER DRAGOON 
Mmm... 


GUN VALKYRIE 
..they like their Sega! 
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^* Blood on the cobbles... be very afraid. 


9 20 


A Pray for magic swords, or you're stuffed. 


18 Wr 
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^ Bad can actually be good in Enclave. 
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ENCLAVE === 
A Will Lord Of The Rings’ success rub off on Enclave? 


There are two sides to every story... 


"Absolutely," said Bote. "Aside 
from the story and 30-plus hours of 


WORDS: GAVIN OGDEN 


GAME INFORMATION 
DEVELOPER: STARBREEZE STUDIOS 
PUBLISHER: SWING! ENTERTAINMENT 
RELEASE DATE: JULY 2002 


ENCLAVE IS A game about 
war. Not just any old war, but 
a war between light and 
@ dark. Bringing a unique twist 
to the ageing haclc'n'-slash formula, 
gameplay comes in the form of a two- 
sided story. Completing the light side will 
open the dark side, letting you play right 
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through again, only as evil vs good. 
Now there's value for money. 

“The story begins with a fight 
between light and dark where the evil 
God Vatar is consumed by a big rift 
created by the wizard Zale," said 
producer Nils Bote. "Parts of the land 
were split - forming the Enclave - but 
the rift is closing and can now be 
crossed, leaving the last standpoint 
between the two up for the taking.” 

It's obvious just from looking at it 
that some serious technological 
foundations have been laid for 
Enclave, but all that glitters is not 
necessarily gold. So will it be more 
than just a flashy, swordy war bash? 


gameplay, there are the different paths 
characters can choose to complete 
each goal, the different abilities of 
each characters and the different tasks 
the player needs to complete. There's 
a lot in there." 

During the quest, a tasty selection 
of skull-crushing weapons is at your 
disposal. Everything from medieval 
swords to siege weapons and 
cannons. As for the environments... 

"Each level is totally different and 
not the 'another hallway, another 
level' experience many other games 
offer," concluded Bote. We'll hold him 
to that and check out the full extent of 
his efforts when the completed 
Enclave arrives very soon. 


FAKE NEVER 
LOOKED 
SO REAL. 


Fantasy has a new reality in Dead or Alive 3, the next instalment in gaming's most popular "beat'em up” series. Experience 
multi-tiered fighting environments, a kinetic “tag-battle” feature and some female opponents that'll knock you for dead. 


DEAD OR ALIVE & ` 


xbox.com.au 


VIDEO 


Dead or Alive 3™, DOA2: Hardcore M and Dead or Alive”, Tecmo LTD. 1996, 1997, 1998, 1999, 2000, 2001. Tecmo’ is a registered trademark of Tecmo LTD. & (P) ©2002 Microsoft Corporation.Alll rights reserved. Microsoft, 
XBOX, and the XBOX logo are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. McCANN XBOX32/DOA3/D ` 
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Easily digestible nuggets 
of key Xbox information 


SEAMUS BLACKLEY 
DEPARTS MS 


Seamus Blackley, largely credited 
with being the co-creator of the 
Microsoft Xbox, has departed 
Microsoft after spending the last 
couple of years as the product's 
face and evangelist. Blackley has 
left Microsoft on good terms, 
reportedly to pursue new interests 
in setting up a new game 
development company. Details of 
his new outfit weren't available at 
the time we went to print, but 
we'll find out soon enough. Hats 
off to Seamus: he's a great guy 
who did many amazing things. 


SONIC CREATOR 
SCOOPS AWARD 


The International Game 
Developers Association awarded 
Sonic the Hedgehog creator Yuji 
Naka with the Lifetime 
Achievement Award during the 
Game Developers Choice Awards 
ceremony on March 21. As he 
picked up the award, Naka-san 
said: “My passion is games and | 
look forward to many more years 
of creating innovative gaming 
experiences for a variety of 
platforms.” Which, of course, 
includes Xbox. 


EMPIRE UNVEILS 
NEW RACER 


Total Immersion Racing is set to 
skid onto Xbox later this year. 
Developed by Razorworks, 
players choose a career that 
hopefully leads them from the 
lowest-ranked driver of a GT 
sports car to World Champion. 
Each race pits you against a field 
of drivers with unique driving 
styles, personalities and 
responses to the way you're 
pushing them. Explosive road 
rage comes as standard. 


THE DARK IS RISING 


Hidden within Interplay's latest 
financial results was the 
revelation that Baldur's Gate: 
Dark Alliance will be released on 
Xbox this year. If you think back 
to Issue 01, you may remember 
that The Mole predicted this. 
Unfortunately though, Interplay 
has yet to reveal how the title will 
be different from the PS2 version. 
Fingers crossed for online play. 


WORDS: GAVIN OGDEN 
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GAME INFORMATION 


DEVELOPER: WARTHOG STUDIOS 


PUBLISHER: ELECTRONIC ARTS 
RELEASE DATE: OCTOBER 2002 


Ses A SPICE, A mythical bird, a 
eO choccy bar, an 80s TV cop 
Ф; show. Despite namechecking 

these items in its title, Mace 


Griffin Bounty Hunter has nothing to do 
with any of them. It was one of the first 
Xbox titles to be announced and it's 
still quite a way off release. 


The lengthy development process 


can be put down to the fact that 
Warthog has created new technology 
to allow for seamless transitions 
between first-person combat and 
space flight action. 


"There are zero loading times 


between flying a space craft, docking 
with a station and getting out on foot," 
producer Paul Chapman told us during 
an exclusive interview. 


А There's fire in his belly. 


LT 


atf 
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A Gleaning info is a crucial skill. 


Set hundreds of years in the future, 
several alien races are vying for resources 


found on newly discovered planets. 
Very soon the tranquillity of space is 
disturbed by pirate clans fighting, 
smuggling and generally doing what it 
takes to survive. 

To combat the trend in space 
raiding, the government forms a group 


of elite Rangers, but they're whacked by 


a traitor, and Mace Griffin is the only 
survivor. And it doesn't take a rocket 


scientist to figure out that the Macester, 


has to bring order back to the galaxy. 

Gameplay is split evenly between 
flight-based missions and good old- 
fashioned first person shooting. Along 
the way, Mace Griffin will come across 
several non-player characters that 
provide vital clues and keep the story 
chugging along. 

Behaviour of these NPCs will 
depend on their intelligence, bravery 
and health. During combat they'll 
adjust their strategy based on their 
numbers, types of weapons and 
surrounding cover. 


А It's a big ship, but that's a really big gun. 


MACE GRIFFIN == 
BOUNTY HUNTER J 


Hugely ambitious flying/shooting/adventuring space epic 


А: 


А This chap looks a bit too Jar Jar Binks. 


mI 


ui 


^ Transition to and from spacecraft is seamless. 


Y 


А "Our heads are Xbox DVD гето! 


x 
te units." 


le takes poll position alongside speed. Race against up 
than 25 cars and 200 circuits. Perform 


t ham Racing™ is the next generation racing game, whe 
to three friends in photo-realistic downtown environments. Choose fro 
.. behind the wheel of some of the world's hottest cars as the street 


W 
AN 


PROJECT GOTHAM Š 


RACING 


fis b d 
(ONLY ON 3 
хвох | 07 => xbox.com.au 


@ 2002 Microsoft Corporation. All rights reserved. Microsoft, XBOX, Gotham. and the XBOX logos are registered trademarks of Microsoft Corporation in the United States and/or other countries. Other products and company names mentioned herein may be trademarks of 
their respective owners. Ford, Focus, Aston Martin and Vanquish are the registered trademarks of Ford Motor Company and licensed to Microsoft Corporation. Mitsubishi and Lancer Evolution names, emblems and body designs are trademark and/or intellectual property rights of 
Mitsubishi Motors Corporation and used under license to Microsoft Corporation Licensed from Dr. Ing h.c. F. Porsche AG under certain Patents. Porsche, 911, Boxster S, Carrera GT and GT2 are registered trademarks of Dr. Ing. h.c. Е Porsche AG. McCANN XBOX32/GOTH/D 


со INCOMING, 


SUPERMAN: 


THE MAN OF STEEL 


Muscles of pure Krypton power, pants of pure red nylon 


WORDS: JON ATTAWAY 


GAME INFORMATION 


SUPERMAN HAS a rich and 
(3 varied history, but not many 
decent games to his name. 
Indeed, one of the worst games 
of recent years starred the red-panted gent 
- the merest mention of his N64 exploits 
brings us out in a horrendous rash. 

But hopefully, this Xbox jaunt should 
be a more appetising affair. The developer 
has worked closely with Superman's 
parent company DC Comics to produce an 
exclusive, authentic scenario, and fans of 
the comics will see lots of familiar sights 
in glorious Xbox-visionTM. 

The plot involves the familiar Lex 
Luthor and the not-so-familiar Brainiac 13 
hatching a dastardly plan involving the 
destruction of Metropolis and domination 


^* Gaze on your domain and drool... the developer's promise is you can fly or walk everywhere. 


of the planet. You know, your usual sort of 
thing. As Superman, it'll be up to you to 
put a stop to their evil ways, and 
hopefully have a bit of fun doing it. 

Enticingly, the whole of Metropolis is 
opened up and available for free-roaming 
acts of heroism, and you'll be able to take 
on bad guys - like the robots shown here 
in the screenshots - both in the air and on 
the ground. Hopefully there'll be plenty of 
leeway to let players approach tasks as 
they see fit. 

The power of Xbox should also 
ensure that Superman looks his very best, 
even more so than when Dean Cain was 
Supes on TV. Circus Freak promises that 
plenty of fancy pixel shading, bump 
mapping and particle effects will make the 
characters and world as lovely as possible. 

It's the potential freedom of 
movement combined with Superman's 
plethora of super powers - flying, X-ray 
vision, ice breath, lusting after Lois Lane - 
that make us so hopeful we'll finally get a 
decent Superman game. With a bit of 
luck, it'll only take a few shakes of his 
famous cape before we find out. 
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^» Puny vehicles are no match for the Man Of Steel's Belch Of Garlic. 


^^ They've gone for the classic, sculpted Superman look, and we approve. 


^* Holy robots, Batm... 


Magnificent men; thousands of flying machines 


WORDS: JON ATTAWAY 


GAME INFORMATION 
DEVELOPER: LOST TOYS 
PUBLISHER: INFOGRAMES 


RELEASE DATE: SEPTEMBER 2002 


e BATTLE ENGINE AQUILA is 
> Ф; all about flying around huge 
>< ^ battlefields, shooting at a 

T multitude of enemies - not 
unlike the upcoming Yager (Issue 02, 
page 054), in fact. We have some shiny 
new shots to share with you - and it's 


looking pretty tasty, as you can see. 


A Not all dogfights go to plan. 


Fans of the film Waterworld (both 
of you) will feel right at home here, as 
the huge confrontations that are the 
game's trademark are the result of 
massive flooding. In the shots we've 
seen so far, though, the sight of Kevin 
Costner drinking his purified wee is 
thankfully absent. Diminishing 
landmass sees two opposing sides - the 
Forseti and Muspell - fighting over the 
few remaining island chains. 

The game can be played in both 
first-person and third-person modes, but 
whichever way you look at it, the 
concept is the same. Intense battles fill 
the sky with hundreds of projectiles - 
your name's on most of them. Your ship, 


A Boats will feel your wrath as well. 


A Shooting practically defenceless men with battleships - as fun as it is unfair. 


The Battle Engine Aquila - will need to 
be a nippy beast to survive intact. 

The game's main talking point so 
far is the sheer scale of the battles. If all 
goes to plan, thousands of units will be 
having a ding-dong over the tasty- 
looking islands making up the game's 
battlezones. Being dropped into the 
middle of it all and having the 
opportunity to influence the outcome is 
a mouth-watering prospect 

Battle Engine Aquila seems to have 
a lot going for it, and the split-screen 
two-player dogfights make it a really 
intriguing prospect. We'll let you know 
what it plays like as soon as we get our 
hands on a playable version. 


^* Every area is heavily populated. 


^* Hopefully the Al of the opposing forces will make for spectacular battles. 


ONE OF THE reasons we're looking 
forward to getting to grips with Battle 
Engine Aquila's island environments 
is the prospect of watching huge 
battles play out in front of us. Halo 


A There's plenty of detail close-up. 


has demonstrated the appeal of 
having convincing Al fighting on your 
side, and if this manages it on an epic 
scale, as planned, then it could turn 
out to be something very special. 
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HARRY POTTER & 
THE PHILOSOPHER'S STONE 


€. THE CHILDREN'S BLOCKBUSTER EXTRAVAGANZA of last Christmas is finally 
% available on DVD. Starring some of Hollywood's most respected names in 
supporting roles ( like Maggie Smith, Richard Harris) Harry's first movie follows 
E his first year at Hogwart's, a private school specialising in educating the 
magically endowed. He faces many ordeals - petty rivalries, bullying, even 


candy with a mind of its own. But his biggest challenge was overcoming his own inner 
demons. By dealing with his longing over the loss of his parents, and finding the right 
friends, he was able to find the Philosopher's Stone and save the day. Millions have 
thrilled to the cinematic adventures of the wizard-in training, and now his debut feature 


film is available to own. 


The two disc set is lavishly packaged. The features disc is rather unconventional, 
putting viewers to the task of solving elaborate puzzles in order to access extra goodies 
like deleted scenes, or watching a segment of the movie in Japanese. All two and a half 
hours of the movie are on the first disc, but curiously there is no wide-screen option - only 
the supposedly TV-friendly "pan & scan" mode. Die-hards with home theatre set ups will 
doubtless be upset that the sides of the picture are chopped off (the consequence of 
changing from widescreen to pan & scan). Regardless, this is a splendid presentation of 
the first Harry Potter movie, one fans are sure to cherish. 


DNO 


Ф THIS DELUXE double DVD set 
+ collects all six episodes of the 
4°” surreal TV masterpiece, plus 

Ф oodles of exclusive extra 

materials never before seen. 

TV interviews, deleted scenes, a 

documentary on making the radio series, 

even a technical run-down on Zaphod's 
mechanical extra head. The documentary 


094 OFFICIAL AUSTRALIAN XBOX 


THE HITCH-HIKER'S GUIDE TO THE GALAXY 


materials are exceptional. Douglas 
Adams has a chance to say what he 
though of the finished product, the 
implementation of Marvin, and his own 
brief cameo as the naked man walking 
into the ocean. This is the best possible 
DVD edition that we could have hoped 
for. For Hitch Hiker's fans, this set is a 
dream come true. 


MAGAZINE 
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TOM GREEN, TV's favourite 
Ф shock comic, finally stars іп 
his first motion picture. The 
critics hated it, probably due 
to Green's penchant for 
breaking taboos. To wit - barely five 
minutes into the film Green's character 
gives a hand job to a horse. This semi- 
autobiographical work certainly pushes 


FREDDY GOT FINGERED 


the boundaries of taste, but it's also 
hilarious - Tom Green fans will know 
exactly what they're getting, and won't be 
disappointed. Stacks of features on the 
disc, like the option to view a PG rated 
version of the film. Of more interest is the 
full length, hyper-active commentary by 
Green himself. There's even a cameo by 
his lovely ex-wife, Drew Barrymore! 


DVD MUSIC ONLINE EDITED BY JAMES COTTEE 


CINEMA 


COURTESY OF SHOCK RECORDS 


^ "Hmmm...a sequel l sense..." i ^A "Darth Vader is my father too?" 


STAR WARS ЕР2: ATTACK OF THE CLONES E 
" paradox, but this album walks the fence 
between rock and punk. Riffs, minor keys, 
and angst characterise this otherwise 
well-rounded album. With songs like 
Razor Sex and Lubricating the Revolution, 
it's either a commentary on the music 
industry, or a rockin' album, or both. 


HIVE 


<> IN 1999, one film changed Attack of the Clones, aside from its large numbers of Jedi kicking arse, 
Ф, science fiction forever absurd title, promises an improvement which is something we've all wanted 

ОЮ Employing never before over the last Star Wars romp. George to see from the very beginning. 

© seen graphical techniques, Lucas has created a film with a darker The much-touted romantic 
The Matrix lives on in our DVD feel, in an effort to portray the great subplot will, hopefully, be subordinate 
players as we eagerly await the Galactic Republic in crisis. He's also to the action and intrigue. Likewise, 
sequels. Anticipation for the new Star seen fit to bring a co-writer on board Lucas will keep the newly-promoted 
Wars has been a little more sedate, to streamline the kind of clumsy "Senator Jar Jar" on a tight leash. If 
thanks to the rude disappointment dialogue we heard in Episode 1. Most even out of curiosity, everyone will 
that was The Phantom Menace. important of all, the film features end up seeing this film. 


THE HIVES 
VENI VIDI 
VICIOUS 


VERE VIDI VICIQNS 


CONTEMPORARY MASTERS of the garage 
rock sound, The Hives strive for lo-fi, low- 
brow audio. It's the perfect antidote for 
over-produced R&B bollocks of the top 
40. It's simple rock and roll, with guitars, 
drums and vocals; like The Smiths, but 
more upbeat. Their style is like the early 
works of the Beatles, only on crack. 


pe "NEWS FOR NERDS. Stuff That 
*e Matters." That's the simple motto of 


Slashback: Spambots, Retroism, VolPhooey 


: this incredible news resource. 
Posted by timothy on Wednesday May 01, 07:59PM. evase] med Into H L3 
from the 90-percent-of-everything dept. [s 


Maintained by a small team of 
Slashback -- another round of updates and errata for your reading OE ; ; 
pleasure follows. So read on for more information on spambots, + Somes a Mysters ta Ü S. dedicated geeks, Slashdot links to the hottest 
ыы memory für your by ovkdeted Acole isum Lines (act Sites Jenene, | Stories from every corner of cyberspace. Rather 


s quite) running on the GP32, publicity (including a security problem) from Mozilla, P 
submit støryand more. Bat ое than the same old humour sites and nude 
d 5 i n š x 
supporters (Read More... | $882 bytes in body | 79 of 107 comments ) Le qe celebrities, it provides news and commentary on 
things that we actually care about, like new 
| software and hardware, space news, anime 
from the not-heroin dept. [ ` Venters DNA Mayor Source d 
Anonymous Howard writes "The New Scientist website reports in Д S allele news, and the latest developments in the world 
this article that British scientists are working on a more efficient q - ; 
уау convert sewage and other wet waste into hydrogen fuel. I of science. Beyond 2000 may not be on TV 
pes esp ный CREM] anymore, but this is the next best thing. There 
( Read More... | 90 of 140 comments | Science ) are even forums for angry nerds to vent their 


concerns. An invaluable news resource. 


E MELVINS & 

E FANTOMAS: 
MILLENNIUM 
MONSTERWORK 


TH 
TH 


- — | : THIS COLLABORATION between two titans 
the Wook of x | | | | of punk is a satisfying record. Full of 
Sinmopanice v Ë A ] : | weird, distorted samples, and aimless 
aural soundscapes, it's reminiscent of 
Pink Floyd's early works, but with harder 
heavy metal setting the pace. It's a bold, 


[V], ine асе tnat the Gord has to do deal with on a regular 
basis, Stupidity truly knows no bounds. ‘Tragic yet true. 


Be ww seer man someon. a a remarkable album that fans of either The 
Bengrance во fom pape to page. jm Melvins or Fantomas will enjoy. 
Bictorp me еіп The Gord refuses to sell the controllers he doesn't carl cox 
Proclamations NO 
i ind ‘Wherein The Gord resists intellectual osp ША N Ó 
%, ' í 
%, ACTS OF GORD %, Se, LEISURE TOWN IE jJ 
www.actsofgord.com : www.leisuretown.com са 
* THIS EPIC WEB SITE chronicles the misadventures * ONE OF THE STRANGEST WEB COMIC STRIPS, : eo 
of a man called Gord, who used to manage a video game and possibly the best. Leisure Town is an utterly Global о 
store. This may sound like a dream job, on a par with unique concept. Its creator has taken digital photographs of THIS DOUBLE CD is a splendid example 


working in Willy Wonker's Chocolate Factory, but the sad real world settings and objects, then photoshopped 

truth is very different. All the miserable dregs of society have bendable Gumby-like plastic figurines into them. The 
walked through his store, trying to scam him, rob him and resulting comic strips look innocent enough, but they tell 
bother him - one mother even tried to use it as a day-care surreal stories that plumb the darkest recesses of the human 
centre! This web site lists dozens of examples of human soul. In other words, they're utterly hilarious. They seem 
stupidity, all described in an almighty, biblical style as Gord strange at first, but they'll soon win a place in your heart 
lays down the law. Requires multiple visits to read it all. next to all the other bizarre pop-culture oddities you cherish. 


of master DJ Carl Cox at work. Global 
lends a sense of class to 21st century 
dance, created out of sounds sufficiently 
synthetic and edgy to warrant extensive 
listening. Perfect for putting on in the 
background at any party, art exhibition, 
or any underground social event. 


» ISSUE 03 nas 


XBOX GAME RELEASES 


The forthcoming games you need to know about 


DATE GAME DEVELOPER PUBLISHER GAME TYPE 


STARBREEZE SWIN! 


HUNTER: THe RECKONING нен VOLT. INTERPLAY ACTION 


BURNOUT CRITERION АШАМ RACING 


MOTO GP CLIMAX THQ MOTORCYCLE RACING 


SUPERMAN: THE MAN OF STEEL CIRCUS FREAK INFOGRAMES ACTION/ADVENTURE 
XIMUS ри t 


NEW LEGENDS 


WWF: RAW IS WAR ANCHOR THQ 


JULY CRAZY TAXI 3: HIGH ROLLER HITMAKER 


ELDER SCROLLS 3: MORROWIND 


BETHESDA UBISOFT 


BAT SEEN 
SEPTEMBER KENGO LIGHTWEIGHT UBISOFT ACTION 


ROCKY RAGE RAGE BOXING 
BALDUR'S GATE: DARK ALLIANCE 
BRUTE FORCE DIGITAL ANVIL MICROSOFT FIRST-PERSON SHOOTER 


ADVENTURE 


PLATFORMER 


BRUCE LEE RONIN ENT. UNIVERSAL BEAT-'EM-UP 


PUZZLE/ACTION 
BEAT-'EM- 


FIGHTING 


POINT BLANK VIRGIN FIRST: PERSON SHOOTER 


iN ESTLESS DREA “KONAMI KONAMI SURVIVAUHORROR - 
VIRTUA FIGHTER 41 AM2 SEGA BEAT-EM-UP 
SHENMUE 2 AM2 SEGA RPG 
ULTIMATE BLADE OF DARKNESS REBEL ACT CODEMASTERS ACTION/ADVENTURE 


| XMEN: NEXT DIMENSION | PARADOX ACTIVISION “BEAT'EM-UP - 
STAR WARS: KNIGHTS OF THE ош REPUBLIC BIOWARE ACTIVISION RPG 


PROIECTEGO | BIG BLUE BOX MICROSOFT RPG 
RIDGE RACER NEXT NAMCO NAMCO RACING 
THEMARX — SHINY О INFOGRAMES ACTION O: 
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CHART 


With thanks to our friends at Inform (www.informbd.com.au), the latest charts 
as of the end of April indicate that Halo is still by far the most popular game 
on Xbox. Timeless favourites like Tony Hawk 3 and FIFA have also made it into 


the charts, but it's still mostly Microsoft's show. 


2. PROJECT GOTHAM RACING 
PUBLISHER: MICROSOFT DEVELOPER: BIZARRE CREATIONS 


3. DEAD OR ALIVE 3 
PUBLISHER: MICROSOFT DEVELOPER: TECMO 
How good does this look on its TV advert? Flippin’ marvellous, we'd say 


4. RALLISPORT CHALLENGE 
PUBLISHER: MICROSOFT DEVELOPER: DIGITAL ILLUSIONS 
Easily the best multiplayer racing game for the console 


5. ODDWORLD: MUNCH'S ODDYSEE 
PUBLISHER: MICROSOFT DEVELOPER: ODDWORLD INHABITANTS 
Abe fans new and old are captivated by Oddworld and its unique atmosphere 


6. TONY HAWK'S PRO SKATER 3 
PUBLISHER: ACTIVISION DEVELOPER: NEVERSOFT 
The Birdman still has the pulling power to attract a new bunch of devotees 


7. STAR WARS OBI WAN 
PUBLISHER: LUCASARTS DEVELOPER: LUCASARTS 
The Star Wars name alone is enough to get people to part with their money. 


8. FIFA 2002 
PUBLISHER: ELECTRONIC ARTS DEVELOPER: EA SPORTS 
Surprised? You shouldn't be - it's one of the best sports games on Xbox 


9. AMPED: FREESTYLE SNOWBOARDING 
PUBLISHER: MICROSOFT DEVELOPER: MICROSOFT 
We're still hooked on the enormous scope of the wide-open slopes 


10. WRECKLESS 
PUBLISHER: ACTIVISION DEVELOPER: BUNKASHA PUBLISHING 
A triumph of style over substance - no console game has ever looked so sweet 


XBOX STATISTICS 


How much would you pay for online? KEY (per month) 


| s20 


Our favourite Halo multiplayer arenas KEY (%) 


Kudos to this most beautiful of driving games for capturing the silver medal place 


i Nothing 
Not Sure 
Бо 


00 

W Hang ‘ет high 31 
E Damnation 21 
Boos 19 
Prisoner 16 

9 Blood Gulch 13 


4 


COLLECT ALL 7 DVD BOX SETS 
SEASON 1 ВОХ SET AVAILABLE FROM 10TH MAY 


GN 


(M): 
a Tansey TM, @ & Copyright © 2002 by Paramount Pictures. All Rights Reserved. Star Trek and related elements and marks are trademarks of Paramount Pictures. 
AVAILABLE FROM: 
ths NT recent 
тоу шн DAVID JONES Qrudyd ‹ „©. 5 Г ПД & 


n MYER б © Target. 


- AND OTHER LEADING OVO RETAILERS. 


VIDEO 
EZY 


WRITE TO US AT: Official Australian Xbox Magazine, PO Box 1037, Bondi Junction, NSW 1355. 


Email us at: staff@oxm.com.au. Your opinions count - we want to hear them. 


LETTERS ОЗ EDITOR 


NAME: KEVIN CHEUNG 
GAME OF CHOICE: 2002 FIFA World Cup 


“I'm taking a break from the World Cup 
madness that's taken hold of our office. A 
pair of noise-cancelling headphones and 
the sweet tunes of Yasunori Mitsuda's 
Chrono Cross soundtrack should get me 


HOW TO TURN 
7 10 MINUTES INTO 
FOUR HOURS 
| must admit, you guys have 
done an excellent job with your magazine 
with your great reviews and all. 

Since the Xbox is the best console in 
town, | was the first to pre-order at the 
local Big-W shop. | was just wondering if 
anybody else who owns an Xbox has invited 
their friends over just to show it off to them. 
They were only meant to stay for ten 
minutes, but that ten minutes ended up 
being about four hours. | eventually had to 
kick them out, which goes to show how 
far a little Halo can end up lasting. Would 
anyone expect the same thing to happen 
on other consoles? | don't think so. 

What's the go with all the people 
whining about the progressive scan 
function not being possible with the 
Australian Xboxes? It's not like there's 
that much difference unless you're 
literally going up to your HDTV with a 
microscope to admire the difference. 
Anyway, keep up the good work! 


One happy OAXM Subscriber! phizz... 


HALO'S GUARANTEED TO eat away the 
hours if you've got the control pads to 


STAR 
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through this month's letters.” 


spare. We've had a few consecutive all- 
nighters with Halo playing team-based 
Warthog races with unlimited grenades, 
and it was an absolute blast. For a 
game as fun as Halo, | honestly 
wouldn't bet on getting my friends to 
leave after only a 10 minute tease. 

The lack of progressive scan support 
for PAL Xboxes is a fairly serious issue 
for anyone using high-end equipment. 
The significance of the amount of detail 
that's lost will vary between games. 
Obviously in a game like Fuzion Frenzy 
the issue isn't quite as important, but in 
DOA3 or RalliSport Challenge where the 
background detail is unparalleled, you 
bet it makes a difference. 

Then again, when we last spoke with 
Microsoft there were only around 10 
people who'd actually sought 
exchanges and refunds. Make of that 
what you will... 


SICK OF ALL 
E THE FIGHTING 
I have had quite enough of 
everybody fighting about 
which console is better and taking sides. 
For a start what does this prove? The 
answer is nothing, of course. 


GIMME MORE HALO OPTIONS 


What are we? We are gamers, and gamers 
are meant to play games and enjoy them 
regardless of the console they are on. 

| decided to buy my Xbox for the 
simple reason that it has a fantastic 
games line-up for the future. Knights of 
the Old Republic, anyone? How about 
some Unreal Championship? | did not 
buy my Xbox because Microsoft made it. 
I'm not a company fanboy. Too many 
people these days are forgetting the 
basics and worrying about company 
sales figures, and who has the most 
powerful system - they should be more 
concerned with having fun with the 
games that are out. 

I have been playing games for over 12 
years now and | can see what makes a 
console great. It's the games. People 
should worry more about playing than 
fighting other console owners. 

Aron 


DON'T TOUCH 
Г MY DVD PLAYER! 

Just wanting some Xbox 

questions answered because I 
am thinking about getting a system. 
1) Can you import the Japan controllers 
and will they work with the PAL Xbox? 
2) | Have a DVD player hooked up via S- 
Video. Can | somehow hook up the Xbox 
through S-Video without having to swap 
the cables around every time | want to 
play the DVDs? (and don't say buy a 
DVD playback kit). Thanks, 

Anthony 


1) Japanese control pads work just fine 
on the PAL Xbox. 

2) To play your Xbox in S-Video, you 
will have to purchase an Advanced AV 
Pack. This comes with the standard AV 
outs as well, and comes packed with all 


You know what | love? | love Halo multiplayer, and | love vehicles. It's the best 
fun you can have on Xbox or any other platform that | know of. I'm kind 
of disappointed that there are only two maps that support vehicles and 

that the selection of weapons is a little weak compared with other games. Since 

they have released the game they should invest some time in enhancing the 
multiplayer game to compensate for the repetitive single-player - basically so we 
can play Halo online later on with even more features. 
What | would like is more options. We need to be able to play with the Banshees, 

Plasma Tanks, Pelicans, and maybe never-before-seen vehicles like motorbikes or 
marine flyers. New Weapons like flamethrowers, chainguns, combat knives, fuelrod 
cannons, and grenade launchers wouldn't go wrong either. | know it would require a 
lot of time and effort, but the Xbox is capable of doing this, don't you think? This 
should all be added as an upgrade later on when Xbox goes online. Do you think this 
will ever be done? Anyway great magazine, the best one available. | especially like 
how up-to-date the news is compared to what's posted on the Internet. 


H Michael 


THEY SOUND LIKE great suggestions for the next Halo game, or even the new online 
upgrade that we're hearing whispers about. Two other things we'd dearly like to 
see are a map editor and bots. We don't want the cowardly ‘hide behind a tree and 
sneak up on you' style of bots that the Covenant would be, nor the ‘runs blindly 

at you with arms outstretched’ Al of the Flood. We want cagey, battle-hardened, 
aggressive bots that'll put up a decent fight and make us earn our frags. 
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the cables necessary for an S-Video 
hook-up. Of course, that's assuming you 
have got a TV with more than one S- 
Video input, otherwise you're going to 
have to swap cables irrespective. 


^* No progressive scan for her! (sob) 
TO THE COOLEST 
p MAGAZINE EVER 
My Halo tweaker is called 
Warthog Rampage. What you 
do is everyone gets a Warthog and 
smashes/flips into each other until some 
one falls out. Then you splat the brains 
out of the dude that fell out of the car. 
Samuel Custers 


DO YOU SHOOT the guy who fell out of 
the car? Or is it a competition to make 
him the centrefold of Roadkill Illustrated? 
You should probably give the poor sod 
who falls out a rocket launcher, just to 
make it all a little more sporting. 


WRECKLESS BLEW 
" MY MIND! 

First of all great mag and it's 

good to see some of the 
Hyper crew on the pages as well (kudos 
to Dan for working on the Dreamcast 
website). The demo disc | received in 
Issue 02 destroyed the definition of what 
good graphics should be like. | have just 
spent 5 hours looking at Wreckless in 
awe, getting to grips with how much the 
replays look like an average quality CGI 
film. If this is only the first generation of 
Xbox games, the second and third 
generation games will blow our minds! 

Anyway | have three questions. 
1) As even you are previewing Tekki, is 
the any chance that it will come out here? 
2) What price do you think it will be with 
the extra controller? 
3) Do you ever intend to have more than 
4 playable games on your discs or will it 
increase when more demos come available? 
Jabjabs 


1) Tekki has a great chance of coming out 
down here. The latest information we 
have is that Tekki will be renamed “Steel 
Battalion" when it's released locally. 

2) None of the pricing has been 
finalised, and we're somewhat loathed 
to hazard a guess on this one because, 
to be frank, it's the biggest and most 
convoluted controller we've ever seen. 


` 


^A Drool-worthy visuals in Wreckless. 


3) We try to pack in as much as we can 
on the one disc, and hopefully the 
number will improve in future. Besides, 
for 15 bucks, four playable demos is a 
pretty good bargain as it is. 


FLY ME TO THE MOON 
My friends and | love your 
magazine and Halo, and after 
many sleepless nights and bad 
food choices (eg. "Hey Chris, how long 
ago did you buy these chips?" "Found 'em 
in back of pantry with spider webs hangin 
off" "meh, should be ok") we came up 
with good scenarios. 

The favourite invented game is: 
Scumbag. The details: all vehicles, all 
rockets, Slayer/CTF (both work well), Free 
for All, infinite grenades, 200% health, 
and infinite lives. Level: Blood Gulch (can 
be used with sidewinder). The result: 
whoever said humans can't fly? Well, 
maybe not humans but cyborgs can! A 
huge explosion field day with huge car 
pile ups and funny death scenes. My 
personal favourite is being thrown 30 
metres in one direction while the jeep 
was totalled and my guns and ammo 
went 30 metres in the other direction! 

SuperBeast 
a.k.a Scum of the 
Earth a.k.a Jazza 


3 How can people bag the 
$399 price tag? The 
broadband connection and hard drive 
make the Xbox a far better purchase 
than the $499 Playstation 2. Xbox is 
four times better in every respect! 
Paul Michael 
via email 


What is the deal with Australia's lack of 
Xbox NFL games? | absolutely love NFL, 
I've played Madden to death on the 
PS2, and I know the Xbox version will 
be better with roughly equivalent 
gameplay. Everybody talks about NFL 
Fever, but that title isn't even coming to 
Australia - same with NFL Blitz 2002. 
Personally | think Microsoft should pick 
up their act on NFL titles in Australia. 
Nathan Black 
via email 


When a CD is ripped onto the Xbox, 
does this mean you can rip songs off 
commercial CDs and recorded CDs? | 
have a big hard house collection and 
would love to hear them whilst 
playing DOA3. 

Chris Benyon 

Bristol 


MONITOR THIS 
There is simply no substitute 
for playing console games 
through a VGA unit. | have 
always enjoyed 
enhanced picture 
quality and 
audio in this 
way and 
refuse to purchase 
any new console 
that cannot support my gaming 
preferences. Recently, shop assistants 
have been trying to sell me another 
new console. When | ask if Xbox is VGA 
compatible, they tell me that it isn’t! 
Surely someone will notice this terrible 
oversight and release an adapter that 


How's about this for an advert for the 
Xbox? "Get а Life...Get an Xbox!" 
Sorry it's a bit cheesy. 
Deano 
via e-mail 


| was just wondering do you know 
anywhere | could buy or somehow 
obtain an Official Xbox baseball cap 
like the ones seen at the New York 
launch of the Xbox. Any ideas? 
Noel Rock 
via e-mail 


Will the PAL software for the Xbox have 
nasty borders top and bottom, 
like so many lazy games on the PS2? 
Shawn Ferguson 
via email 


| really want an Xbox but | only have 
$300. How can | get more money? 
SilverC445 
via email 


How do | stop handjam from collecting 
in the grooves of my controller? 

Robert Andrews 

via email 


will allow me to play Xbox on my 
glorious nineteen inch monitor. 
Jimi Handell 
via email 


DON'T PANIC! Although Microsoft has 
no immediate plans to release a VGA 
adapter for the Xbox, we hear that 
peripheral specialists like Logitech and 
Gamester are planning to come up with 
the goods. For those of us mere mortals 
who play their games on something 
called a ‘television set’, a VGA unit, or 
Video Graphics Array (or Adapter) 
contains a video card that allows you to 
play games, or watch the images from 
any picture-outputting device, on a 
monitor. The resolution on a monitor is 


xi 


better than a TV, but then again, we 
haven't seen many 28-inch widescreen 
monitors knocking about... 


SPLITTING IMAGE 

I'm looking forward to Geoff 
Crammond's Grand Prix 4, but 
was disappointed to read that 
split-screen racing is the only way to play 
a multiplayer game. 

To be able to link-up with a mate has 
been an essential part of racing games 
ever since the original F1 on the 
PlayStation. The same criticism can be 
directed at Project Gotham Racing! When 
will developers realise that split-screen 
gaming is both outdated and unnecessary 
in the world of super consoles. 

The same can be said for developers 
of flight simulators, first-person shooters 
and strategy games. | do not wish to see 
my mate's screen and he doesn't want to 
see mine. We need linl-up games! 

Gort Deverall 


IN AN IDEAL world, developers would 
cater for both split-screen and link-up 
multiplayer games. It has been achieved 
in the sublime Halo, but developers still 
seem unsure about the commercial 
viability of System Link. Remember how 
Sony dropped the link-cable after FT? 
We understand why split-screen Halo 
isn't perfect. But watch for the linking of 
Xbox consoles to become huge as 
developers realise how much System 
Link can add to their games. 


ALL WORK & NO PLAY 

A few important questions are 

lingering in the back of my 

mind and need answers to all 

of them before | go crazy. 

1) Do you know if any of the Resident Evil 

series will be released on Xbox? 

2) 15 there a chance that the Sonic games 

will also be released? 

3) What about Tomb Raider X, is that 

just a rumour? 

4) Are there any tips you can give to an 

eager Xbox gamer? 

Please reply soon, otherwise | will be 

forced to play Dark Summit... again! 
Matthew Corman 


THERE'S NO NEED to go that far! 

Here you go: 

1) There will be no Resident Evil games 
for now. Unfortunately, producer Shinji 
Mikami has signed the series over to 
GameCube on an exclusive contract. 

2) On the other hand, Sonic Adventure 2 
is extremely likely to appear on Xbox 
despite Nintendo's claim that it's a 
GameCube exclusive. 

3) Lara Croft will not be making her 
Xbox debut for some time. 

4) You should be sending us tips! The 
best tips sent in by readers get 
published in the mag. See page 096 for 
more details. 
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FUTURE 


The next wave of triple-A Xbox games is unleashed. The future's bright... 
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Faster than a bag of greased cheetahs 
sliding down an oily water slide 


DEVELOPER: CURLY MONSTERS 


PUBLISHER: MICROSOFT 


game, as producer Andy Satterthwaite explains. 


“The player chooses a character to race with, 
rather than a vehicle, and each has their own 
home circuit where they have an advantage.” 


Camera: dewnhill > 


s “As the character moves through the SCORE 
M OCTOBER 2002 circuits there will be cut sequences, їп a style OOOOO 
PLAYERS: 1-4 à somewhat reminiscent of what you see in ShN 
WEBSITE: WWW.CURLYMONSTERS.COM some well-known fighting games. Each NI 

character also has a nemesis - another 
character with a grudge against them. The 
BEFORE YOU SAY anything, yes, Quantum nemesis will appear throughout the player's 
Redshift does look like Wipeout. But it's races and provides the greatest challenge, kind 
allowed to - developer Curly Monsters is made of like the yellow car in Ridge Racer." 
up of people behind the first (and best) two The game already moves shockingly fast, 
games in the PlayStation's Wipeout series. with amazing graphics shifting around at a 
Again set about a hundred years in the super-smooth 60fps. As well as detailed 
future, technology has continued to advance at circuits and ships, some flashy special effects 
an exponential pace. The motor sport of this are being used. "We've got great high-speed "Y "C | 
time is Quantum Redshift, featuring hovering motion blur effects and awesome rain," | m 
super-ships racing around circuits twisting over, Satterthwaite points out, "and you're just not 
under and through the world's major cities - going to believe some of the weapon effects!" a 
even going underwater at times - using With the Wipeout series having lost its 
offensive and defensive power-ups to gain the way since the Curly Monsters boys abandoned L = 
upper hand. it, we're very much looking forward to seeing | x — 


But even with all this futuristic technology, 
Quantum Redshift is still a character-based 


how Quantum Redshift turns out. It could be 
the evolution we've been waiting five years for. 
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THE NEXT WANE FHa&eESS 


^. Managing a team of mice is the key to success. 


| an ` 


c 


^. Slightly evil looking for a cutesy mouse, we think. 


INFOQ 


t ж - э» BONUS 


>> LET'S OFF-ROAD 
Sometimes you reach 
wide-open areas where 
it's up to you to find the 
best way through. An 
arrow shows you 
roughly where to go. 
>> WORLD TOUR 

The US-set track is a 
kind of futuristic 
Monument Valley. In 
Russia, you soar above 
a scarred and desolate 
industrial nightmare in 
the frozen north. Japan 
features a glittering city, 
and there's even a 
tropical island hidden 
in there. 


^* The fastest game we've ever played? Very БАНУ. 


EXCL 


GAME INFORMATION 


ALREADY OUT in Japan as Nezmix, Sneakers is 
a puzzle/action/adventure/fighting/strategy 
game starring a bunch of fluffy little mice. It's 
difficult to explain exactly what it's all about 
because it's very different from pretty much 
anything you've seen before. 

You control a Stuart Little-style mouse 
called Apollo, who runs along predetermined 
routes that wind through the rooms of a family 
house. On Apollo's run through each new area, 
his job is to spot potential allies and to fend off 
malice-minded enemies. 

At the end of a stage, he and his new-found 
mousey friends take on a boss-type bad mouse 
and his gang of nasty rodents in a battle royale 
of a final scrap. 

The melee that ensues is akin to a massive 
beat-'em-up, with you controlling Apollo and 
his punching, kicking, and nibbling of enemies. 

Your allies will act independently during 
the battle, so it's incredibly important to gather 
as many friendly mice as possible in order to 
survive the stage and move on to the next. You 
also get food for every enemy you defeat, which 
adds to your overall score. 

It certainly sounds interesting, and it also 
has a very pretty look all of its own. Sneakers is 
one of the first games to show how Xbox uses 
vertex shading to make realistic-looking fur, 
which you can see in the close-up shots of 
Apollo and his friends. 

As Nezmix, the game met with generally 
positive reviews on its Japanese debut, and it's 
only to be expected that improving tweaks and 
extras are likely to feature in the English language 
release. We'll just have to wait and see how well 
everything fits together in the finished game. 


» MOUSE ARREST: IT'S A LITTLE-KNOWN FACT, BUT ELEPHANTS AREN'T REALLY SCARED OF MICE. HOWEVER, HOUSEWIVES WITH BAGGY STOCKINGS AND ROLLING PINS ARE GENETICALLY PROGRAMMED TO BE ABSOLUTELY TERRIFIED OF THEM. 


j 


SNEAKERS ES 


Not a creature was stirring, except for loads of mice 
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MADNESS 3 


The one game in existence that could possibly 
out-wreck Wreckless pulls up to the starting line 


ON PC, MICROSOFT'S Midtown Madness caused 
quite a stir with its high-speed city racing, and 
repeated its success with a sequel. Now the third 
instalment is coming to Xbox, with the developer 
behind the amazing RalliSport Challenge (Issue 
01, 8.5) at the wheel. 

Set in massive, interactive versions of Paris 
and Washington DC, you'll get to drive more 
than 30 different kinds of vehicle anywhere you 
want, against other people in split-screen and 
online multiplayer modes. 

"We want to hold true to what the Midtown 
brand represents, which is madcap, over-the-top 
racing excitement through living, immersive city 


>> SPEED GARAGE 
There'll be over 30 
drivable vehicles of all 
different shapes, sizes, 
speeds and strengths. 
These will include 
exotic sports cars, 
tough off-road vehicles, 
zippy little roadsters y “he 
and big behemoths of Aj a 
the road. The developer کار‎ E 
won't reveal specific | ; 
vehicles just yet. 


environments," product manager Raja 
Subramoni explains. "Midtown Madness has 
always been about tearing through cities any 
way you want." 

The third game in the series features every 
racing and exploring mode that made the first 
two so popular, as well as a new Career mode 
for each city. "You get to select from various jobs, 
like taxi driver or limousine driver, and undertake 
a huge number of missions, with you and your 
vehicle as the hero," Subramoni explains. 

"Other differences include basing your 
opponents on your vehicle, making races more 
balanced and playable with all the cars, and 
hidden goodies scattered around the cities for 
people to find and unlock as they explore." 

These early screenshots show that things are 
progressing well. As Subramoni points out: "We 
have a developer who has experience in building 
games for Xbox and who knows how to leverage 
the power of the hardware like no one else!" 
From the sound of things, it'll be right up there 
with Project Gotham Racing and Wreckless! 
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the vehicle, 
the better the 


A Power-ups appear in the form of presents. 


THE NEXT ШЕМЕ 


Nie. м 


A That's Little Miss Pigtails accompanying Earl, one of two female characters new to the series, alongside the mysterious Ms Latisha. 


^ ToeJam's found the spring shoes. 


TOE IAM & EARL Ill: 
ALL FUNKEU UP- 


Prepare yourself for a full-on funk invasion 


DEVELOPER: VISUAL CONCEPTS/TJ&E 
PRODUCTIONS 
PUBLISHER: SEGA 
RELEASE DATE: OCTOBER 2002 
PLAYERS: 12. 

WEBSITE: WWW.TJANDE.COM 


BACK IN THE heyday of the Sega Mega Drive, a 
game series was born that helped to define the 
system's hip, funky image and build a strong 
fanbase that remains to this day. That series was 
ToeJam & Earl, the two-player tale of a pair of 
wayward aliens who mistakenly land on Earth. 
With a tongue-in-cheek sense of humour and 


an over-the-top, hip-hop sensibility, the game was 
an instant hit in the early 90s and went on to 

spawn a sequel a few years later. But things have 
been quiet on the TJ&E front ever since, which is 


why it's such a pleasure to be able to present a 
first look at ToeJam & Earl IIl: All Funked Up. And 
it's only on Xbox. 

The game again sees the wiggedy-wack 
aliens visiting Earth, this time with new friend 
Latisha and the task of retrieving the 12 Sacred 
Albums of Funk, which have ended up spread out 
across the planet. On the way they get to collect 
gift-wrapped presents containing all kinds of 
power-ups, including rocket roller-skates, spring 
shoes and all kinds of silly hat. 

Dangerously uncool earthlings must be 
'funkified' by a number of different methods, 
including tapping out hip-hop rhythms and 
busting some grooves. Like the original game, 
ToeJam & Earl IIl is primarily going to be for two 
players, with the screen holding both characters 
until they walk apart, and the playing area splits 
to give each their own view. We'll definitely be 
keeping a close eye on how things progress for 
our pair of boombastic Funkotronians. 
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(MISSION: 
ШЫН = 


We spy, with our micro-engineered retinal scan 
device, something beginning with M:... 


DEVELOPER: INFOGRAMES 
PUBLISHER: INFOGRAMES 

RELEASE DATE: OCTOBER 2002 
PLAYERS: 1 

WEBSITE: WWW.INFOGRAMES.COM 


UNLIKE THE Mission: Impossible movies, which 
concentrate more on internal treachery than the 
secret agent excitement of the original TV series, 
Mission: Impossible the Xbox game goes back to 
the source material. 

Ethan Hunt is the star trying to complete 
tasks using his accomplices, gadgets and skills in 
the martial arts, with plenty of armed and 
unarmed combat and large amounts of stealthily 
sneaking around. 

At the moment the graphics are looking 
relatively basic as the current version of th 
game is based on the graphically less ambitious 
PlayStation 2 version, but realistic lighting is 
going to play a major part in the finished game. 
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It's not just for the sake of gimmickry though, 
because light and shade will affect the stealth 
and action portions of the game. 

Clambering around in a dungeon for an 
hour means that the mood of the game changes 
considerably when you make your way to the 
surface - the blinding effect is just like leaving 
the cinema on a sunny afternoon. 

As you'd hope, gadgetry plays a big part. 
One of the more innovative goodies is a sonic 
imaging device that allows you to see through 


certain walls and doors before you go barging in. 


Chaff grenades will let you disable electronic 
surveillance, and you can scan guards with a 
special recorder to ‘steal’ their voiceprint. 

The idea is that you won't be forced to play 
through levels in a set way. Instead, you'll be 
given a bunch of objectives at the start of a 
mission, and can go about them in whatever 
order you want, a bit like the way things work in 
Tony Hawk's Pro Skater 3 (Issue 02, 8.5) but 
without the skateboards. Hopefully, this 
will mean plenty of variety and help to 


draw you further into the adventure. e А Sod the hi-tech methods and get a punch in. 
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April 2002 
Mew challenges, tracks and 
features - exclusive to ¥box™ 


Tit the дїгї апа express yourself as MX:2002 featuring &icky 
Camichael. takes you beyond extreme. Whether. racing against the 
world's best on 27 adrenaline fuelled courses or pulling freestyle moves 
that defy gravity, $2092 featuring &icky Carmichael will make your 
jaw drop, fly you higher than a hawk and be the wildest ride of your lifed 


www.thq.com/mx2002 www.britmx.com 
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NEW REVIEWS 
DREAM DRIVE | 2" 
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WWW.T3.COM.AU - 


WITH THANKS TO ACTIVISION, ROME TECHNOLOGY, THRUSTMASTER & MICROSOFT, THE OFFICIAL 
AUSTRALIAN XBOX MAGAZINE TAKES GREAT PLEASURE IN OFFERING READERS THE CHANCE TO WIN 
THE ULTIMATE TONY HAWK'S PRO SKATER 3 PRIZE BUNDLE. THERE ARE THOUSANDS OF DOLLARS IN 

PRIZES HERE, BUT IF YOU'RE A TRUE TONY FAN, YOU JUST CAN'T PUT A DOLLAR VALUE ON IT! 
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W AN XBOX 

Ш A COPY OF TONY HAWK'S PRO SKATER 3 FOR XBOX 

Ш A THRUSTMASTER FREESTYLER BOARD FOR XBOX 

Ш A BIRDHOUSE DECK AUTOGRAPHED BY TONY HAWK 

Ш A TONY HAWK'S PRO SKATER 3 CD SOUNDTRACK SIGNED BY TONY HAWK 
Ш THE TONY HAWK BIOGRAPHY, “OCCUPATIONAL SKATEBOARDER" 
Ш AN IRIVER SLIM X MUSIC PLAYER 

Ш AN IRIVER SHOULDER BAG 

Ш A ROME DIGITAL $15 PRE-PAID MUSIC CARD 

Ш KOSS STREET STYLE HEADPHONES 

Ш AN ACTIVISION O2 BEANIE 


THERE'S 
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A COPY OF TONY HAWK'S PRO SKATER 3 FOR XBOX. 
A TONY HAWK'S PRO SKATER 3 CD SOUNDTRACK 
SIGNED BY TONY HAWK. 

THE TONY HAWK BIOGRAPHY, 

"OCCUPATIONAL SKATEBOARDER". 

AN ULTRA SM DIGITAL AUDIO PLAYER 64MB. 

KOSS STREETSTYLE HEADPHONES. 

AN ACTIVISION O2 BEANIE. 


A COPY OF TONY HAWK'S PRO SKATER 3 FOR XBOX. 
AN ULTRA SM DIGITAL AUDIO PLAYER 64MB. 
KOSS STREETSTYLE HEADPHONES. 


WE'VE GOT FOUR COPIES OF TONY HAWK'S 
PRO SKATER 3 UP FOR GRABS! 


SUBSCRIBE 


SUBSCRIBE & WIN | SAVE A MASSIVE 44% 
$2500 OF GAMES | OFF THE COVER PRICE! 


SUBSCRIBE NOW, and not only TT 6 MONTHS FOR $49.95 
will you get the world's best Xbox tem SAVE $39.75 OFF COVER PRICE 


magazine delivered to your door, ч | 12 MONTHS FOR $99.95 


but you also go in the draw to win = SAVE $79.45 OFF COVER PRICE 
every single game you see on these 1 


two pages. That's a whopping stack | š" 24 MONTHS FOR $189.95 
of 25 GAMES for your Xbox! « SAVE $168.85 OFF COVER PRICE 
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The FATE OF A kx. 


Tre Destiny OF A GALAXY 


YOUR COPY GUARANTEED! 
Get every issue of the Official Australian Xbox Magazine and its 
playable Game Disc delivered to your door! 


»» BE FIRST! 
Get to read and play your magazine before the issue goes on sale 


to the general public. Subscribe now and you'll be among the 
FIRST in Australia to receive the magazine. 


>> SAVE MONEY! 
Save up to 44% off the usual cover price - that's an amazing 
FOUR issues free! 


1) This offer is open to all residents of Australia who subscribe (for a minimum period of six months) to the Official Australian Xbox Magazine between 
22nd May 2002 and the last mail received on 25th June 2002. Entry is subject to the correct use of a valid credit card or, if payment is made by 
cheque, the cheque must be cleared for payment. Subscriptions are to be sent to Official Australian Xbox Magazine, Reply Paid 4967, Sydney, NSW 
2001; or by phone 136 116 (Freecall Monday-Friday 8am-8pm EST and Sat 8am-8pm EST). Employees of the promoter and their immediate families, 
and agencies associated with this promotion are ineligible for the offer 

2) Every person who subscribes to Official Australian Xbox Magazine, or renews their subscription to Official Australian Xbox Magazine during the 
promotional period will have the chance to win 25 Xbox games. 

3) The promoter accepts no responsibility for 
4) All entries become the property of the Prom 


yst or misdirected mail 


5) The collection, use and disclosure of persona mation provided in connection with this offer is governed by the Privacy Notice. 


6) Gift will be delivered separately from your subscription within 28 days of receipt of first subscription issue 
7) The Promoter is Derwent Howard Publishing Pty, Lid, PO Box 1037, Bondi Junction, NSW, 2022 


MUL TIPLAAYJER Two pads in one Xbox is the 


shallow end of the multiplayer 


pool. With a little more that that, 
you can rule the waves. 


WORDS: CAMERON DAVIS & KEVIN CHEUNG 


MULTIPLAYER 


MULTIPLAYER GAMING was a high 
priority when the Xbox was being 
designed. The four controller ports and 
Ethernet port are all there to inject a little 
social fun into the gaming experience. 
Before the Xbox, the Nintendo 64 was the first to 


s e 
e SESE 
e LJ 
offer four control ports, but was rightly critiqued for its e 
limited cartridge storage format and headache-inducing 
blurring effect. The Multitap on PlayStation is a nice idea, 
but no-one was willing to buy it. Sega's late, lamented а 


e 


Dreamcast also offered four controller ports as standard 
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cables PLUG A network cable into the Ethernet THEN PLUG the other end of the 


otshown. port on the back corner of an Xbox. network cable into the hub. 


ETHERNET HUB THE BASICS 

ASK FOR: An Ethernet hub with at least four ports. 
GET IT FROM: Any electronics / computer supplies 
shop such as Dick Smith Electronics or Harvey 
Norman. It's the same equipment as what's used 
by PC gamers to hook up for a simple multiplayer 
LAN. Hubs also require the use of one additional 
power point for it to function. 

FORK OUT: Around $100 for a hub with five ports. 


LAN CABLE THE BASICS 

ASK FOR: Ethernet Network Cables, one per Xbox. 
GET IT FROM: Any electronics/computer supplies 
shop. Maplin (www.maplin.co.uk) for example. See 
right in the Ethernet Hub box for more examples. 
FORK OUT: About $25 for a ten metre cable (they're 
cheaper in shorter lengths). 


REPEAT STEPS 2 and 3 with the 
other cables. Plug hub into mains. 


LOAD UP each Xbox console with a 


copy of the game you want to play. take the phone off the hook. 


GATHER ALL the players together and 


LAN 


= bod LAN STANDS FOR Local Area 
Network. It's simply a group of 
- machines physically connected 
ро boq together in order to share 
information. Network cables lead 
from each machine into a central junction box, 
or Ethernet hub. And that's it - simple. 

Using a few cables, a hub, and even playing it 
in split-screen, games like Halo can host up to 16 
players at once. That's four machines with four 
players on each, which adds up to all sorts of fun. 
It'll be even better once we get more games that 
support it. Unreal Championship plans a capacity 
for 32 players over LAN - best of luck arranging 32 
people and fitting them in the same time room. 

When you plug an Xbox into a LAN, it searches 
for other machines running the same game, just as 
in System Link. In fact, creating a LAN is very similar 
to linking two consoles via System Link. Both 
methods have the same core principles - cables go 
in the Ethernet port on the Xbox, all consoles need 
to have their own copy of the game and the game 
choices are made on only one console. 

To set up an Xbox LAN, the first thing 
you'll need is a hub. These devices are available 
from pretty much every Tandy, Dick Smith and 
general computer parts and accessories store in the 
country. Prices start from around $100. If that 
sounds expensive, just remember that you can try 
splitting the costs of one between several other Xbox 
owners that you know you will be playing with a lot. 
There, not so bad now, is it? 

Use an Ethernet LAN cable to connect each 
machine to the hub. Ethernet cable looks like a 
standard phone lead, except it's a bit thicker and 
with larger connections. Buy the longest cables you 
can, so that you have the option of the ultimate set- 
up, or something close (see overleaf for details). It's 
like playing over your own private Internet, but 
without the phone bills or modem problems. . 

And there you have it: one instant Local Area 
Network. Give each Xbox its own television and game 
and you're good to go. 

And remember this - you can't plug the two 
kinds of cable used for System Link play (see far left in 
the System Link section) into a hub. It's slightly 
annoying that there isn't one standard type of cable, 
but that's the deal. Ethernet crossover cable for System 
Link, standard Ethernet network cable for LAN. 


PROS: More players equals more fun. With this set-up, 
even if you're just playing with an entire screen to 
yourself, it's far more gratifying than having to share it 
with someone else. This is also far easier to set up than 
a PC LAN. It allows the maximum number of people to 
have the maximum amount of fun. 


CONS: A bit costly, since not only do you have to pay 
for the hub and the cables, there's also the extra 
control pads to consider. When enough friends are 
gathered, you're also more than likely to require 
enough snacks and soda to refresh a small village. 


THE ЕМО 


WELL, IT'S more like the beginning, 
to be honest. With a simple LAN, 
you will gain the maximum playing 
experience from your Xbox. Spread 
the cost out among you and your 
friends and you'll recoup your outlay, 
in terms of entertainment bang for 
your buck, within a few games 


» LAN ROVER: LAN DI IS RYO HAZUKI'S ARCH-NEMESIS IN THE SHENMUE GAMES ON DREAMCAST. LANA TURNER IS A LUSH 1940'S ACTRESS WHO STARRED IN THE ORIGINAL VERSION OF FILM NOIR CLASSIC THE POSTMAN ALWAYS RINGS TWICE. 
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2 CONSOLES 


WHAT YOU WANT to strive for with any 


mulitplayer set-up is a situation where the 
players can't see the opposition's TVs. In 
the illustration above, four players are 
sitting with two tellies back-to-back, but 


it's only like that to get the ‘hidden screen’ 


point across. 

A more common set-up will be a TV 
and a console in each of two rooms, or 
two sets in opposite corners of one room 
(think big telly in its usual place in the 
lounge, with maybe a portable TV brought 
in and placed in a corner). 

If you can see each other's screens it's 
not a disaster, but keeping your moves 
secret from the enemy makes for the 
most exciting form of multiplayer 
gaming there is. 

We've also shown a hub 
here, but this two-console set-up 
info applies to System Link play. 


3 CONSOLES 


NOW WE'RE into LAN territory. The only 


way you can connect more than two Xbox 
consoles is via a LAN. 

Again, this tight-knit picture of three 
consoles and TVs is not how we 
recommend you rearrange the furniture - 
but you should try and copy the ‘only 
seeing your own screen’ aspect to get the 
most from LAN play. 

The only thing limiting this set-up is the 
length of the Ethernet network cables. If 
you're going to have a regular three- 
console set-up and you don't want to 
move TVs, get really long cables so that 
you can incorporate likely third tellies 
(kitchen, bedroom, study) which could 
mean players on different storeys. 
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4 CONSOLES 


ACHIEVING THIS, the ultimate set-up (Halo 
with 16 players in two teams of eight is 
nothing short of awesome), requires some 
effort but is entirely worth it. 

The main problem will be getting four 
TVs into the same building, which for 
some people will be easier than others. It 
won't be difficult to persuade your mates 
to build this set-up after they've played it, 
though, because they will want more. 

Two rooms each with two Xbox 
consoles and two tellies will be the most 
likely method of playing with four 
connected Xbox consoles. If there's a 
sizeable room (or even a garage) you may 
be able to create something a bit like the 
picture above if you can easily bring four 
TVs together. 

Think about it - most of your mates 
will have a portable TV. If one of them has 
access to a car, and you can find the 
space, it's not that difficult to link up your 
Xbox machines in this way. 

Plus, the cost of LAN is reduced the 
more people come on board. Sixteen 
players need only chip in less than $20 
each for a hub and four really long 
cables. It's a small (one-off) price to pay 
for the best multiplayer experience 
outside the Internet. 
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A FEW LAST TIPS ON HOW TO 
ORGANISE A LAN... 


YOU CAN'T JUST throw a bunch of Xbox 
consoles together and expect everyone 
to have a good time. The fundamental 

rules of PC LANs still apply. 

Before you start setting it up, you 
need to define the scale of your LAN experience. How 
long do you want it to go? How many people are you 
planning to accommodate? A few hours over the 
weekend with a handful of friends is easy to set up, 
but a Friday-to-Sunday night marathon could require 
some makeshift accommodation 

You will need technical supplies. Obviously, asking 
everyone to bring their own Xbox is not an unreasonable 
request but not everyone has LAN cables or the ability 
to bring their own televisions. It's a good idea to bring 
plenty of spare LAN cables, power boards and AV 
cables. On a side note, it's probably worth getting 
everyone to label their property, especially where 
large groups of people are concerned. Not to sound 
completely cynical, but you if put a few thousand 
dollars' worth of video game hardware in a large 
room over an extended period of time with lots of 
people, things can go missing or be misplaced. 

You'll also need food, and hastily ordered pizza 
won't do for marathon sessions. Cooking is easy, not 
to mention cheaper. Give it a try. 

We weren't kidding about considering 
accommodation either. Each attendee will need 
plenty of space for televisions (after all, the larger the 
better), consoles, controllers and extra paraphernalia. 
You will need desks, chairs (the comfier the better, 
especially for gaming marathons) and plenty of room 
for people to move around and stretch their legs. 

Lastly, advertise well in advance. Other people's 
spare time has a habit of being booked quickly, and 
it's annoying when players start leaving early for 
other engagements, which leaves your 
team set-ups in shambles. And besides, e 
the more people you have the merrier. 
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The ultimate F1 racer makes its long 
awaited console debut on Xbox 


GAME INFORMATION 


WORDS: GAVIN OGDEN 


HEN IT COMES to Formula 1 

racing games, nothing comes 

close to the sheer depth and 

precision of Geoff 

Crammond's Grand Prix 
series. Ever since the first game left the pits 11 
years ago, the franchise has gone from strength 
to strength. If you take your F1 seriously, then 
you just have to own the latest Geoff 
Crammond's Grand Prix game. 

“My first Formula 1 game was Grand Prix 
in 1991, followed by GP2, GP3, GP3 2000 
Season and now, GP4," says Crammond. "With 
each new title | try and make something that 
has accurate physics with a good driving feel 
and is extremely playable. These are the most 
important elements of any F1 racing game in 
my opinion." 

Until now the Grand Prix series has never 
appeared on a console, although GP3 came 
close to a Dreamcast release. Because of the 
game's PC heritage, squeezing an entire GP 
game on to a console has never really been an 
option - until now. 

“I've wanted to do a console version of the 
GP series for some time - it was just a question 
of waiting for the right console to come along, 
one that was powerful enough to do the game 
justice. The nature of the Xbox made the 
technical progression to a console relatively 
easy," he continues. 

"The Xbox is very powerful for the money it 
costs to buy - you have to have a high-spec PC 
to get the same effect as you get on Xbox, and 
that's good. | particularly like the fact that 
everyone has the same spec machine with 
Xbox, unlike with the PC, so we know exactly 
what each player will experience." 

Although the GP series is famed for its 
attention to detail, the sheer amount of 
performance stats and engine upgrades could 
scare the casual gamer who just likes to pick up 
a new racing game and get straight into it. 
However, the Xbox version will feature a variety 
of options that let them jump right in the cockpit 
and hit the accelerator. 

"| don't think depth puts off game players," 
says Crammond. "If the potential for depth isn't 
there, you're short-changing them. But having 
the depth forced on you can become a negative 
at the same time. It's a fine balance that had to 
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be included into the planning of a game right 
from the beginning. 

"We designed GP4 to be very playable 
straight out of the box - but with the potential 
there to go so much deeper, if that's what you 
find interesting. GP4 is designed to cater for all 
kinds of players." 

There are five modes in the game, ranging 
from a single Quick race to a full Championship 
season where you get to take on the world's elite 
drivers. There are also five different Al skill levels 
for the opposition cars, as well as having eight 
different help modes (see ‘First Aid’ section, far 
right) that can be switched on or off individually. 

If you're after a more thorough experience, 
it's possible to set the car up to suit your own 
driving style and the individual track you're 
about to race on. These options show off the ins 
and outs of being an F1 test driver and race 
engineer rolled into one. 

With each instalment of the series, the 
physics model has become more realistic due to 
advances in technology. But what does that mean 
in terms of improving the actual gameplay? 

"Well, the two main advances are the 
graphics system, which is totally new," says 
Crammond, "and the fact that we have used 
raw global positioning satellite (GPS) survey 
data for the basis of the design for each track. 
With a lot of work, you can use this data to 
create tracks that are very, very close to the real 
thing - even down to the individual shape of 
every curb - which in turn makes the driving 
experience very real. Compared to GP3, you'll be 
able to see a big difference on-screen and feel a 
big difference in the seat on your pants." 

The entire GP team has over a decade of 
accumulated game expertise and, according to 
Crammond, there are about 60 man-years of 
new work between GP3 and GP4. 

While it might seem straightforward to 
create each track from satellite information, the 
process of making the cars act realistically is a 
completely different story. Throughout the series, 
Crammond has worked closely with the Arrows 
team to create a game that looks and feels like 
F1, even though the majority of us will never 
know what it feels like to bomb around bends 
at speeds in excess of 200mph. 

"| have to say that the most pleasurable 
thing to happen was when we got some great 
validation of the driving model from the actual 
Arrows drivers. Getting compliments from the 
people involved in racing these cars for real was 
quite a buzz." 

"Of course, the aim is to create a game 
with an intense driving experience for every 
level of player and a reward at every level of 
involvement, and hopefully we've got it right for 
Grand Prix 4. It says ‘Nothing gets closer’ 
on the box - you can all decide whether O 
we've succeeded in June." 
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CRAM S THE MAN 


How to get ahead in driving games 
GEOFF CRAMMOND'S addiction to programming 
games began in the early 80s with Super Invaders for 
BBC Micro, which shot into the charts at number one. 
Following that brisk encounter with shooting aliens, 
Crammond worked on Aviator, Revs, Sentinel and the 
classic Stunt Car Racer before moving into the world of 
Formula 1. Most of the code for the original Grand Prix 
games was written entirely by Crammond but as the 
series progressed a bigger team was needed. In 1999, 
Crammond set up Simergy Ltd, which works in tandem 
with MicroProse. Like Sports Interactive and 
Championship Manager, Simergy only works on one 
game - the GP series. Devotion isn't the word. 


ХОШ 
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^ The most famous Geoff after Boycott. And Capes. 


Far 


Al 


How to stay on the 
track at 200mph 
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^* The power of Xbox enables amazing draw distances. ^ Ah... Albert Park. #1 reason to visit Melbourne. 
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SCORE KES 


THE XBOX ELITE - ONE OF THE VERY BEST AVAILABLE 


2.5-H.4 


A TOP QUALITY RELEASE THAT'S WELL WORTH HAVING 


5.5-7.4 


STILL WORTH CONSIDERING, BUT HAS SOME FLAWS 


S.1-B.4 


AN AVERAGE TITLE WITH NOTHING OUTSTANDING TO OFFER 


A BAD GAME, AND ONE YOU REALLY SHOULDN'T BOTHER WITH 


CALLING SUCH A RANCID STINKER А ‘GAME’ IS LIBELOUS 


TRE TRUTH 


WE ONLY REVIEW the finished Australian version of a game - the version 
that you will be paying for and playing. The US or Japanese release will 
often differ from its Australian counterpart. By sticking to this policy, we 


KEVIN CHEUNG // 
EDITOR 


IF KEVIN'S eyes look 
bloodshot, it's from 
secretly spending hours 
playing the latest build of 
Buffy the Vampire Slayer. 


GAMES: Spider-Man, 
Burnout, Halo, NBA 
Inside Drive 2002 
CURRENT PANT: What 
ever's іп my ‘clean’ pile. 


DAN TOOSE 
WRITER 


DAN'S challenging every 
person in the office to a 
game of FIFA because, 
well, he's such a fool for 
soccer. Err... ‘football’. 


CURRENT f T 
GAMES: 2002 FIFA 
World Cup, Halo, Dead 
Or Alive 3 

CURRENT PANT 
Anything with silk. 


will never mislead you by reviewing imported games or preview versions. 
Microsoft has no access to, or influence over, the Official Australian 
Xbox Magazine. The company supplies us with screenshots, info and 
games before any other magazine. We don't do deals with Microsoft, or 
any other publisher, to get access to finished games. As a result, we're 


We pride ourselves on 


bringing you the very best 


reviews possible. 


in the best position to give you what you deserve - balanced, objective 
and accurate reviews on which to base your buying decisions. 


i REVIEWING SETUP 


WE REVIEW games on a 32 inch PHILIPS Matchline III digital 
TV. As well as a brilliant widescreen picture, this beauty boasts 
Dolby Digital surround sound and has wireless FM rear 
speakers. Apart from giving us all TV-insecurity when we 
think of our humble sets back home, it means we've got the 
best environment in which to play and test every Xbox game 
to the limit. For more info check out www.philips.com.au. 


| How much is there to the game? 
How long will you keep coming 
back to it? Is it worth the money? 


Ж THE NERDICT 


POLUER 


How technically adept is the 
| game? Does it make proper use of 
the Xbox? How impressive is it? 


STIJLE 


How stylish is the game? How 
well is each aspect of it designed? 
How good does it look and feel? 


IMMERSION 


How involving is the game? Will 
hours fly by in minutes? Are the 
controls instinctive or awkward? 


LIFESPAN 


c | | | | > 


GOOD POINTS 


+ WE'LL SUM UP SOME 
OF THE GAME'S BEST 
AND MOST EXCITING 
POINTS FOR YOU HERE... 


BAD POINTS 


AND LET YOU KNOW 
WHAT'S PARTICULARLY 
BAD ABOUT IT HERE 


This is our overall opinion of 


commen 


the game, condensing the 
review into one easy-to-digest 


t. 
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WHAT OUR BROGES MEAN 


At the start of a 
review, along with 
the Game 
Information box 
telling you who's 
made the game, 
when it's out, how 
many people can 
play, and the official 
website address, 
you may see a 
badge or two. 

This is what they 
stand for: 
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XBOX ELITE 


Any game scoring 
8.5 or more is 

| given our Xbox 

| Elite award. 

| Wherever you see 


this badge you can | 


| besure a great 
| game awaits you. 


AUSTRALIAN 


| GAME OF 

THE MONTH 
Every issue we 
give the Official 
Australian Xbox 
Magazine team's 
favourite release 
the Game of The 
Month award. 


Od ON 


ONLY ON XBOX 
If you see this 

badge at the start 
of a review, you'll 
know that Xbox is 


the only console 
on which you'll 
be able to play 
that game. 


MAGAZINE 


ON THE DISC 


ON THE DISC: 


PLAYABLE 


This badge means 


that a playable 


demo of the game | 


is featured on our 
exclusive Game 
Disc, so you can 
try it for yourself. 


| 

| MOVIE 

| If our exclusive 
Game Disc 


ON THE DISC: 


includes footage 
of the game in 
action, we'll let 
you know with 
this badge. 


JAMES COTTEE // 
WRITER 

JAMES has a qunan in 
the back of his apartment 
for god-knows-what. His 
latest complaint is that it 
it is prone to flooding. 


TE 
GAMES: Spider-Man, 
Gun Valkyrie, Jet Set 
Radio Future, DOA3 
RENT РАМТ: 
Australian flag boxers. 


MATT WOLFS // 
WRITER 

MATT spent this last 
month lamenting the 
lack of NFL games in 
Australia (and cursing the 
existence of NightCaster). 


CURRENT FAVOURITE 
GAMES: NHL Hitz, Max 
Payne, Project Gotham 
(Where's Madden?!) 
CURRENT PANT: What 
ever's clean at the time. 


RALPH PANEBIANCO // 
WRITER 


RALPH'S been spending 
some quality time at the 
local university, trying out 
his shopping list of pick- 
up lines on everyone. 


CURRENT FA 

GAMES: Jet Set Radio 
Future, Max Payne, Tony 
Hawk's Pro Skater 3 
CURRENT PANT: Brown 
ones. From yesterday. 


JAMES ASHTON // 
EDITOR-IN-CHIEF 


IF YOU DO a search for 
the word 'chilled' on 
the web, you get a pic 
of James at work. He's 
a human stress ball. 


GAMES: Halo, Project 
Gotham Racing, 2002 
FIFA World Cup 

ENT PANT: Pink 
Panther boxer shorts. 


STEVEN BAILE 

STAFF WRITER 
STEVEN's thesaurus 
chip is broken. He now 
blurts out painfully 
offensive phrases when 
girls visit the office. 
CURRENT FAVOURITE 
GAMES: Halo, Jet Set 
Radio Future, Morrowind 
CURRENT PANT: Fake 
designer grots - "Kelvin 
Klines, ! believe." 


GAVIN OGDEN // 
NEWS EDITOR: 


GAVIN'S spent the last 
month making friends 
with students, but was 
not cool enough to join 
in their wacky rag week. 


ENT FAVC 
GAME S: Halo, Project 
Gotham Racing, Amped 
CURRENT PANT: None. 
Gav goes commando 
whenever he can. 


RENEWS 


ТЕЕ RICK OF THE GAMES 


NBA INSIDE DRIVE 2002 - 


The best basketball game on Xbox? Might 1081 7 
even convert one or two non-believers... 


f i 


Э" x ж 


' SPIDER-MAN: THE МОМЕ 


a , » Watch the film. Play the game. Read why 
afl so. 00s the Xbox version is the best of them all. 


THE OFFICIAL AUSTRALIAN 
XB! 


ОХ MAGAZINE š 
CRASH 


A fighting game with cars instead of fists. 1072 7 
Also contains stunts of a cunning variety. 


DEADLY SKIES 


The Xbox's first proper combat flight sim. 


F1 2002 


Pushing new limits of speed. 


SPY HUNTER 


Fancy yourself a secret agent? It's all the 
great chase scenes packed into one game. 


n | AZURIK: RISE OF PERATHIA 


MOTO GP: ULTIMATE Blue skin, spikey hair, and a large weapo 
RACING TECHNOLOGY eee like ie IS of М ош меден 10824 


Get ready for the ride of your life! 
NIGHTCASTER 
dci EER Ww i A big magic-blasting romp in the country. 
M da^ 


ARCTIC THUNDER 


Tearing through the snow at high speed... 


KNOCKOUT KINGS 2002 


The only serious boxing sim on the market. 


TEST DRIVE: OVERDRIVE 


The series has been around for years, but 
that doesn't stop the spin-offs. 


BURNOUT 
When's the last time you thought extra 
speed was just a bit dangerous? 088 


2002 FIFA WORLD CUP STAR WARS OBI-WAN | | [cD 


The world's biggest sporting spectacle is 076 2 It's Obi-Wan before the events of the PIRATES: LOBK 089 


Phantom Menace. A unique swash and buckle adventure. 


s ||) 


Camobell 


finally here. Are you ready for it? 


X» NEXT MONTH: In Issue 04 (on sale Wednesday, June 26) we'll almost certainly be bringing you reviews of Buffy the Vampire Slayer, David Beckham Soccer, Mike Tyson Heavyweight Boxing, New 
Legends, MX2002, Red Card Soccer, Gauntlet Dark Legacy, Jedi Starfighter, All-Star Baseball, Geoff Crammond's Grand Prix 4, and more! 
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The Big Apple's arachnid avenger is now the star of the ultimate action game! 


PIDER-MAN 


" 


THE OFFICIAL AUSTRALIAN 


XBOX MAGAZINE 


—"" 
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WZRENIELUS 


PIDER-MAN, Spider-Man - 
he can do anything that a 
E spider can. One of the 
most popular comic 
characters in the world, 
Spider-Man turns forty this 
year. To help us all celebrate one of the most 
powerful cultural icons of the 20th century, 
Marvel has licensed his visage to a major 
motion picture, and released games for every 
system under the sun. While punters will 
also be able to buy similar games for the 
PS2, GameCube and PC, the version of 
Spider-Man for the Xbox is clearly the best 
choice, as it has more features and better 
graphics than those available on any 


other system. 2» 


GAMEINFORMATION SS 


DEVELOPER: ACTIVISION 


PUBLISHER: ACTIVISION ` 


RELEASE DATE: JUNE 6 


PLAYERS: 1 


WEBSITE: WWW.UNIVERSEOFHEROES.COM/ 


GAME_THEMOVIE.HTML 


WORDS: JAMES COTTEE 


THE NILLAINS 


^* Spider-Man really gets a charge out of fighting crime. Those crooks are in for the shock of their lives! 


> For those who came in late, Spider-Man 
is the alter ego of Peter Parker, a young 

photo-journalist for the Daily Bugle newspaper. 
While reporting one day on atomic 
experiments, he was accidentally bitten by a 
radioactive spider. In the real world that sort of 
thing can kill you, but in the world of Marvel 
Comics it's more likely to give you super 
powers. Before long, Parker had developed the 
proportional strength and speed of a spider, 
could cling to walls, and could even sense 
when danger approached thanks to his 
uncanny "Spider Sense." 

Completing his list of powers is his web 


buildings like Tarzan, or restrain villains long 
enough for the proper authorities to arrive. The 
comics and the film differ on how he makes this 
happen; originally it was an invention he created 
in the lab, in the movie it's another biological by- 
product of his mutation. The details are 
irrelevant, as Spider-Man is about telling larger 
than life stories of good and evil. It's basically 
pulp teen entertainment, with shallow, poorly 
realised characters in flashy tights. A bit like 
wrestling, really. 

Spider-Man lives in the Marvel Universe, 
which means he can and does have run-ins with 
the X-Men, The Punisher, Daredevil, Kingpin and 
others. Usually he has to deal with his own set 
of villains, like his editor and boss, who believes 


Spider-Man is a menace to society. His daily 
routine involves study, fighting crime, caring for 
his aged Aunt May, and beating off attractive 
young women with a stick. Despite this dynamic 
life, he's always going on about how he'd give 
up his powers if it meant he could live a normal 
life. Teenagers... they'll complain about anything. 
It's quite a challenge to adapt any comic 
book or movie into a video game. Modern 
gaming hardware is equal to the task - the 
problem lies in the area of design. The game 
must authentically interpret the fictional setting, 
while giving the player an entertaining 
experience and a feeling of accomplishment. And 
Spider-Man is set on a grand scale, with 
the hero swinging between tall buildings 2» 


fluid - a white gooey substance that he can shoot 
from his wrists. He can use it to swing between 
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Spider-Man has no end of super-powered enemies. Distressingly, most wear tights... 


BONUS 
INFO 


>> HOOKED ON SWING 
This is the first ever 
Spider-Man game to 
feature real aerial 
combat. You can fire 
globs of web fluid at 
the Green Goblin, or 
charge in and perform 
flying kicks. Best of all, 
if you get in close 
enough, you can jump 
on the back of his sled, 
and belt him on the fly! 


>> ARACHNID ACTION 
Peter Parker isn't the 
only New Yorker with 
mutant arachnid DNA. 
The Scorpion suffered a 
similar accident to 
Peter, and now has the 
proportional strength 
and speed of a 
scorpion. Plus, he can 
shoot energy beams 
from his mechanical 
tail. He's fast, he's 
deadly, and he's 
absolutely nuts. To 
defeat him, it's best to 
use some of Spidey's 
more exotic web-based 
attacks. Once subdued, 
his rehabilitation is out 
of your hands. 


L1 


` 
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, 


f 
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A This is a tactical view of the Goblin's arse. Note the chink in his crack-armour. This is his only weakness. 


> in one of the biggest cities in the world. He can 
shoot sticky, super-strong goop from his wrists 

which can be formed into any shape, he's super 
strong, super fast, and has a sixth sense for noticing 
when trouble is brewing nearby. The designers for 
Spider-Man took an unusual approach. Rather than 
leave stuff out to better define the design, they threw 
in everything but the kitchen sink. 

To start with, the game is of a massive scale. 
Levels vary in size, but they can be up to around a 
kilometre to a side, and about 20 stories tall. In the 


case of outdoor areas, if Spider-Man swings off the 
edge of the map, he'll automatically turn around and 
head back towards the action. There's a ceiling 
above which he cannot rise, and attempting to go 
down to street level results in certain death. Within 


these arbitrary boundaries is huge scope for combat, 
pyrotechnics, and aerial dogfighting; and the levels 
are designed in a way so the player never feels 
hemmed in. The edge of the world is only revealed if 
you go looking for it. 

The player has a three dimensional compass to 
point towards defined objectives. There are two 
displays, one a compass to show direction, and the 
other an altimeter to show whether it's higher or 
lower than Spidey. Spider-Man has enormous 


SPIDER-MAN 


CROSS-MEDIA MAYHEM» Comic crusader, cinematic star, cartoon king - Spidey rocks! 


THE COMIC 

The Spider-Man comic book first appeared in 
1962, and has not only survived, but become 
one of Marvel's biggest selling titles. Spider- 
Man's appeal is easy to define - it mixes 

just the right amount of escapism, violence, 
melodrama and sexual tension to appeal 

to adolescents, and anyone with a 

juvenile frame of mind. The movie will 
doubtless give sales a boost but, sadly, 
comic book sales around the world are 
declining. It's the same with books and 
newspapers: no matter how they 

change them, people are less and less 
interested. They are getting better all 

the time, though. Why not check out 

your local comic store and see what 

takes your fancy? 


THE MOVIE 

Marvel has finally cottoned on to the value of turning their biggest comic 
franchises into blockbuster movies. With a world pliant to the welfare of 
mutants thanks to the cinematic adventures of the X-Men, Director Sam Raimi 
was in a prime position to apply his kinetic directing style to Spider-Man. For 
those not in the know, Raimi is the same guy who brought us Evil Dead and 
Xena. He gave a cameo to his buddy Bruce "Ash" Campbell as the ring 
announcer, so look out for it near the beginning of the film. 


^ Get close to the Goblin, and you can ride on his sled, belting him senseless. 


BONUS "СР ' INI 
INFO | л | 


O62 OFFICIAL AUSTRALIAN 


MAGAZINE 


freedom of movement within his 

environment. In open space, one can 
swing endlessly simply by pressing the right 
trigger. He swings about without depleting his 
supply of web fluid, and there needn't be 
buildings or surfaces above him for the cords to 
grip upon. It is, essentially, flying - a bit of 
artistic license to let the game run smoother. 


On the ground, Spider-Man walks and runs, 


but he can also cling to any surface, sloped, 
perpendicular, even sheer ceilings. His standard 
pace while slinking along is quite slow, but the 
use of a "web-dash" can speed up movement 
on surfaces in cavernous environments. While 


moving in one direction, simply press the black 
button, and he'll shoot out a web line and hurl 
onwards. The first person view, aptly titled "look 
around mode," increases the accuracy of this 
technique, allowing the player to jet out to any 
visible target within about a 50 metre range. It's 
great for shooting past security systems, or 
grabbing that elusive power-up 

There's one other way to use the web to 
move. When on the floor or roof, a simple tap 
of the black button will shoot Spidey at the 
opposing surface. With this array of skills, a 
fight in a crowded warehouse with gun- 
toting goons is suddenly in your favour. 3> 


Go | Go HN 
gadget 
everything! и. 


for your home, office and person. See, touch and play 
with tomorrow's technology today. 


š = PlayStation Lo m 


Want more info? Check out 
Ж ceshow. com = 


Брен: 
electronics 


ow australasia 


Fox Studios, Sydney T 16 June, 2002 
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^ » MARY. MARY, 
i QUITE CONTRARY 


STREET FIGHTER 
чә Spider-Man gets 


эь” around. It's not enough 
that he has his own 


game every few years, - 


but he's been piggy- — 
“ backing in all the 
- Marvel Vs Capcom 
www games as well. The 
e: comic character 
adapted well to 2D 
fighting games, but a ^. Mary Jane - the girl next door 
larger-than-life 


character like him 
needs breathing room. E 
So he's invaded the 3D 
world as well - more 
! к= 
\ ~~ power to him. 
=A \ T Р 
NICE VOICE 
Astute gamers will j 


recall that the last 


Spider-Man game, ^ Kirsten Dunst - distressed damsel 
^* Check out the moves - Spidey has over two dozen combos. Or you can just kick, your call. which came out a 
couple of years ago, e 
>> Spider-Man can use hit and run tactics are bonuses that grant him the ability to make featured voice-overs 
to dash in and out of the shadows, more varied and striking moves, and do more from Spider-Man's 
raining gelatinous terror on his foes. It's an damage to more enemies simultaneously. There creator, Stan Lee. This 
engaging and unique game dynamic. More are over two dozen in all, and finding them is game features voice- 
significantly, it's real three-dimensional combat, part of the replay value. overs from Bruce 
something that many games have boasted, but Webbing also plays a crucial role in Campbell, star of the 
few have truly delivered. Dogfighting between combat. Any enemy you can see can be shot Evil Dead films, and 
fighter jets has been described as like a knife at with gobs of web fluid simply by tapping inspiration for Duke 
fight in a telephone booth. Combat in Spider- the Y button. This doesn't do much damage, Nukem. We know 
Man puts the player into situations of but is better than nothing in protracted which we'd prefer. And 


comparable intensity. dogfights with Goblin or Vulture. In hand-to- it's some old geezer. 
Combat takes two other forms: hand to hand combat it has other benefits, like 

hand, and aerial. Spider-Man has basic punch restraining enemies. If there are too many to 

and kick attacks, and starts the game with a take on at once, holding down the Y 

handful of combos. Hidden around each level button will pile on the spider-spooge, » 


DB« OFFICIAL AUSTRALIAN *@O MAGAZINE 


SPIDER-MAN Wai PP 


LOCK ON 5% Fight crime from a new perspective 


\ i ^ \ 
@ i^ 
V Re } à ç VOR, BC eredi 


Fighting crime is hard enough without worrying Simply tap the white button, and you'll enter It's great for aerial battles with that pesky Green 
about camera angles. Relax - Spidey's got it covered. camera lock mode. Now there's no escape for evil! Goblin. Now if only there was a way to shut him up... 


b» restraining enemies for valuable 

seconds. After that, you can take them 
out at your leisure. Other uses include oozing 
it out onto his fists to increase punch damage, 
or forming a web dome to absorb attacks. The 
tactical versatility is enormous. 

The most overwhelming form of combat in 
the game takes place in the skies above 
Manhattan's bustling streets. The Green Goblin 
is on the prowl, and to fight him is a harrowing 
experience. He darts about on his fiendish 
rocket sled at all angles, periodically firing off 
homing missiles and spinning death blades at 
poor Spidey. When our hero first meets the 
insane villain, he's trapped Mary Jane on top of 
a giant panda-shaped balloon. From there it's a 
trail of property damage, imperiled civilians, and 
frantic rooftop battles. The Goblin also has his 
own private army of robot minions, which 
increase in number and lethality every time he 
returns to torment New York. 

The gameplay is not confined strictly to 
exploration and pugilism. Some levels require 
stealth, and meticulous avoidance of 
confrontation. Late in the game, Spider-Man 
breaks into Oscorp to find out who's been 
supplying the Green Goblin with his weapons. 
The Oscorp tower is a maze of security cameras, 
laser tripwires, and patrolling guards, both 
human and robot. While a security alert on the 
easiest skill level can be overpowered by a 
determined player, absolute discretion is 
essential on the higher skill settings. The stealth 
levels resemble Metal Gear Solid, except that 
Solid Snake can't crawl on the ceiling! 

The audio quality of Spider-Man is 
exceptional. The voices for both Peter Parker 
and The Green Goblin are done by the actual 
actors from the movie: namely Tobey Maguire 
and Willem Dafoe! Better yet, Bruce "Evil Dead" 
Campbell is the narrator. Astute video game fans 
will know that Campbell's performance as Ash 
inspired the creation of Duke Nukem, and since 
Duke Nukem Forever isn't coming out any time 
soon, this is the closest gamers will get to his 
husky, sarcastic voice. The incidental and 
background music is incredible too, with a full 
symphonic score. 

The training levels are comprehensive, 
covering all of the essential control skills and 
tactics in the game. Training takes place in a 
neon expanse of virtual reality, and includes 
grueling tests of web slinging, web dashing and 
even bowling! This hidden training level is the 
only part of the game that is truly multi- 
player. 1-4 players can compete in a > 


PLACED ON EARTH BY THE DEVIL: THE CAMEL SPIDER CAN GROW UP TO TWO FEET LONG, RUN AT UP TO 30 MILES PER HOUR, AND ITS ANAESTHETIC STING LETS IT EAT OFF PEOPLE'S FACES WHILE THEY SLEEP. NATIVE TO THE MIDDLE EAST, THEY WERE A BIGGER PROBLEM IN THE GULF WAR THAN THE IRAQIS... 


» ISSUE D3 BBS 


^* Scorpion likes to squeeze his own spider-juice 


> bowling alley where they take turns to 

hurl Spider-Man at the pins. The play 
mechanics aren't as good as the Tekken Bowl 
mode in Tekken Tag, but it's an amusing 
diversion that highlights the benefits of 
improving one's score. 

The scoring system is comprehensive, and 
the key to unlocking all of the game's secrets. 
Each level completed is graded on such factors 
as time, number of errors made, secrets found, 
and special abilities used. Once completed, 
each level can be endlessly re-attempted to raise 
the score and unlock more bonuses. Extras 
include alternate costumes designed by 
legendary comic artist Alex Ross, and the option 
to play through the game as the Green Goblin, 
complete with his rocket sled. 

Rounding out the experience are lots of 
nice little touches. Spider-Man can stand 
behind a stack of tires, and rapidly knock them 
towards his foes. He can pick up barrels, oxy 
tanks, even people, and throw them about. 
The animations are smooth, and Spider-Man 
moves fluidly and confidently through any 
environment. It ties in with the plot of the 
movie, but also introduces enough of the 
comic universe to keep the hardcore fans 
happy. Best of all, it's hard. Difficult games 
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take longer to beat, give you more street cred 
upon their completion, and best of all make 
you feel like a giant among men when you 
finally beat them. 

It may sound trite, but Spider-Man 
is the single best superhero themed action- 
adventure game on the Xbox. While Batman 
Vengeance may be on a par for voice acting, 
its controls, level design, graphics, and loading 
times are all inferior. It's also the best Spider- 
Man game available on any system. Spider- 
Man was developed simultaneously for five 
major game platforms, and the Xbox version 
boasts cleaner, clearer, flashier graphics than 
on any other next-generation system. The 
controls are better than on the GameCube 
version, and the extra levels make it superior 
even to the PC release. 

The moral of Spider-Man, since the comic 
began in 1962, is that with great power comes 
great responsibility. The Xbox is an easy 
platform to develop games for, and many firms 
are happy to exploit the public with shoddy 
products that should be stamped out. Spider- 
Man lives up to the potential of the Xbox, 
making full use of its abilities and 


granting the player the best Spider-Man 
experience we could hope for. 


MAGAZINE 


^ "Are you well? You look a little - crook!" 


A Hanging in the ‘hood. With some hoods. 


7< THE NERDICT 


POWER 

Nice textures, vivid reflections, 
huge environments. This is what 
Xbox power is all about. 


STYLE 

Great music, voices, and 

animations. It looks and feels 
| like a dream. 


| IMMERSION 

| High difficulty ensures 
compulsive play, and satisfaction 
upon completion. 


LIFESPAN 

| 24 Challenging levels, with 

| numerous secrets, bonuses and 
characters to unlock. 
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4 GOOD POINTS 


POLISHED CONTROLS. 
MULTIPLE GAMEPLAY 
STYLES. 

VERY ATMOSPHERIC. 


BAD POINTS 


MIXED GAMEPLAY 
STYLES DILUTE 
GAME DESIGN. 
COMBOS DIFFICULT 


% TO EXECUTE. 


A polished, well-rounded 
action romp. Not refined or 
long enough to be perfect, 
but it's close. 


>> PREVIOUSLY: This is Spider-Man's first appearance іп OAXM. 


>> COMING SOON: Hints and Tips 


n 


xbox.com.au 
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^* Nope, it's not a pre-render: this is amazing looking pic above is an actual in-game screenshot. 


AMED AFTER the world- 
THQ comes in from left field with a motorcycle game dmg oa U 
that could redefine the racing genre huge changes made ote 
season, but that désert pot лум бы URT 


provides a superlative motorcycle racing 

experience which, given the current competition, 

catapults the game right to the front of the grid. 
E: Ordinarily, seeing the word 'ultimate' used 
н іп a game title starts the alarm bells ringing. It's 


kind of like seeing 'quality' used in shop names 


ULTIMATE RACING TECHNOLOGY 5755 
Emporium’. Happily, MotoGP: URT escapes this 


premature kiss of death by delivering a 
simulation that's truly unique. As you shift your 


WORDS: JUSTIN WORTHY head to see around the first bend, you're 


suddenly faced with a choice that, until now, 
GAME INFORMATION simply hasn't been available in previous bike 
КАЛТ racing games: which brake to use. 

That's right. Because URT presents you with 
no less than three braking options. That's a lot 
of braking options. Two more, in fact, than in 
any other motorcycle game on any platform and 
one more even than in real life. Real superbikes 
have two; front and rear, just like a pushbike. 
Really simply put, the front one is used for 
stopping when you're travelling in a straight-line 
and the rear one for when you're going round 
corners; and you can use both together to speed 
up the whole process. That's where the B button 
comes in, which achieves the same effect. You use 
fewer muscles and conserve enough energy to 
stay focused on the racing; your onscreen rider 
stays on the bike; and THQ get kudos for 
coming up with the idea. 
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eT fear, UR IL 


SITTING PRETTY» One of the most impressive graphical aspects of the game is the rider animation 


WHEELIES are easy to pull off. Lean back just right 


and you'll pop up and be staring at sky. 


* 


All the bike and rider colours are fully customisable. 


TURNING riders shift from one side to the other 
and even get a knee down around tighter bends. 


CURRENT LAP 


e e 
^* No detail is lost e 


mt ` 


01:31.98 


ven in split-screen mode. 


LOOKING BEHIND is nice and quick, so you don't 
waste time hurtling forwards while effectively blind. 


CURAENT LAP 
01:31.88 
BEST LAP RR 


POLUER 


Not to be confused Gives the Xbox a good run but it's 

with Namco's Moto GP only a racing game. * GREAT CONTROL AND 
series on PS2, Moto GP: SENSE OF SPEED 
URT has the official. + REALISTIC RIDER 
license for the sport STYLE ANIMATION. 

and was completely Fairly hardcore and impersonal н E 2-PLAYER 
built from the ground but some fine graphical effects. ü 

up by Climax. 


A When the race is a write-off, a little fun won't hurt. 


Namco's MotoGP featured 32 500cc 

bikes and was widely hailed as a 
simulation, not arcade representation, of the 
sport. Not to take anything away from Namco's 
effort, but that's absolute rubbish. | used to own 
a Superbike and can tell you now that the 
machines in Namco's game handled nothing 
like they do in real life. Not only did you have 
only one brake, but in the so-called 'simulation 
mode', it was nearly impossible to keep the 
bikes going along at any kind of speed into a 
turn for fear of the rear wheel sliding out from 
under you. Not to mention that turning into a 
bend felt more like piloting an oil supertanker. 

URT features all the riders and machines 

from the 2001 competition. There are 10 
tracks, six racing modes, and the rock-solid 
frame rate remains just that even in two-player 
mode or with 20 bikes on the screen at once. 


And it's full of nice touches. Tearing down a 
straight at top speed results in trackside motion 
blur that increases the sense of extreme speed. 
Under very hard braking, the camera zooms in 
on the back of your bike, again enhancing the 
effect, and the Xbox's hardware trickery makes 
for super realistic, bump-mapped road textures 
and great particle effects for smoke and dirt. 

A few things in MotoGP: URT aren't entirely 
realistic, though. You can pop a wheelie any 
time you want and the brakes still don't behave 
with total realism (you can still hit the anchors 
hard while screaming around a corner with no 
penalty). However, it's a darn sight closer to 
reality than any of the competition, it looks and 
moves fantastically well and, most importantly, 
provides a thrilling ride, with some truly 
edgy and nerve-wracking moments, 
which is the stuff of bike racing. 


IMMERSION 

Had the OAXM editors squirming 
and twisting with the onscreen 
racing action. 


| LIFESPAN 

Sort of missed the boat, given the 
2002 season is already in full 
swing. But still endless fun. 


BAD POINTS 


UNINVOLVING 
WEATHER EFFECTS 


A great motorcycle racer full of 
delightful detail. It'll only get 
better next year when the 990cc 
monsters come to the party. 


PREVIOUSLY: Issue 02, page 031 


COMING SOON: Playable Demo - Game Disc 04 


E: TIPS FOR NEWBIES: BRAKING ON THE FRONT WHEEL WHILE TRAVELLING AROUND A BEND IS A BIG NO-NO, SINCE IT'LL FLIP YOU ARSE-FIRST OFF THE BIKE. 
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А This screenshot perfectly captures everything right and wrong with Deadly Skies - decent graphics, a bit of action but there's nothing truly exciting to make your heart race. 


The closest many of us will ever get to fighter jets 
without spending two months in a Greek prison 


WORDS: JON ATTAWAY 


GAME INFORMATION 
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“ADDY, | WANT to be a 

fighter pilot.” A familiar 

refrain, usually heard coming 

from the chocolate-smeared 

gobs of the under-fives, when 
they're not whining about how little pocket 
money they get. But secretly, thanks to Tom 
'Maverick' Cruise and his perfect teeth, 
sunglasses and volleyball serve in Top Gun 
everyone wants to fly a jet. 


There's good jet-flying stuff in Deadly Skies, 
chief among it being the overall look. It may not 
be spectacular, but it's full of incidental 
moments like the low-lying sun lighting up the 
jet with orange, and the dispersion of smoke 
when you're banking through a missile trail. 

The jets themselves look nice and solid, and 
the explosions they cause when exploding are 
spectacular enough - although they often have 
"Bingo!" or "Shot Down" stamped across them. 

The only problem with the graphics is the 
land surface, much of which is made up of flat, 
drab textures. It doesn't interfere with the 
gameplay, of course, but it should have been 
much better, because many missions have 
ground-based targets to destroy. 

When you're higher up, though, the view is 
much better - emerging from cloud into crystal 
clear blue sky is a memorable experience, as is 
the battle that takes place above a brilliant blue 
sea, with the sunshine glinting across it. 

Also shining bright is the sound. The music 
is of the dreadful Japanese rawk variety - so turn 
that off before you put on your flying goggles - 
but the sound effects pump out in real-time 
surround sound. Missiles scream past your ears, 
jet planes roar behind you - it's brilliant, and 
really puts you in the thick of the action. 

Unfortunately, the game these sensual 
delights are bolted on to is a bit of a letdown. 
The main problem is the pace of the action, 
which is far too pedestrian for the subject 
matter. From the speed the ground passes 
by, you'd think you were on a Sunday 


DEADLY SKIES 


BUY ME TO THE (TIQQNSJ? Slay as you earn turns dollars into planes 


INSTEAD OF automatically rewarding you with new planes when missions are beaten, you have to buy new jets with cash earned from destroying targets. This gives you a 
good reason to go after non-essential targets, since the nicer jets cost big bucks. But make sure you look after your plane - if you get shot down, the plane is lost forever. 


AT 


And here it is in action. Be careful - take one in 
the fuselage and your Thunderbolt will be history. 


NOT ONLY do you get personal satisfaction from 
shooting stuff down, your bank balance also goes up. 


» Itis worth accumulating the dollars, otherwise you 
miss out on flying the likes of the A10 Thunderbolt ІІ. 


ets, there's plenty of stuff to shoot on land and sea. 


A As well as airborne targ 


afternoon jaunt rather than a dangerous 
>? mission. It always feels like the planes 
are plodding along at 50kph. 

This lack of speed is compounded by the 
control of the jets, which aren't the most 
manoeuvrable beasts. The turning radius is very 
wide, so instead of dogfights being hectic and 
exciting, they're turgid and drawn-out. 

The ability to upgrade your jet improves 
things slightly, but flying simply isn't as 
enjoyable as it might be. Switching to one of the 
more complex control methods (see 'Fiddly 
Flightsticks" Bonus Info) fails to add depth. 

Also annoying is the game's structure. 
Missions are selected from an overhead map, 
which is a neat idea, but the more eventful 
missions - the sea battle, for instance, or the 
battle that takes place in the gorge - are few 
and far between. 

Much of the game is taken up with tedious 
dogfights that you engage in en route to the 
interesting missions. It would have been much 
better to cut back on the dogfights and make 
every mission worthwhile. 

Ultimately, the lack of speed and over- 
simple combat bring Deadly Skies down to 
earth. The missions do become more interesting 
as the game progresses, and feature better 
planes and more enemies, but you always have 
to put up with the tedious, repetitive dogfights 
before you get to do anything interesting. 

It's an awkward half-stab at being both an 
action title and a more serious simulation, and 
the resulting game won't satisfy fans of either 
game type. Sadly, Deadly Skies isn't the 
game you're hoping for if fast-paced 
flying and shooting is your bag. 


SEE HG EN 


¢ There aren't loads of gauges and dials to pay attention to - a very good thing. 


POLUER 

This doesn't really stretch Xbox at 
all. Some fine views to be seen, 
mind, and a few smart effects. 


STYLE 
Jets look nice, and the surround 
sound makes dogfights seem 

| more exciting than they really are. 


IMMERSION 
It's too slow and dull to keep you 
in the cockpit for anything like an 
extended flying session. 


| LIFESPAN 


Quite a few missions to try your 
hand at, but losing planes shot 
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| once may make you lose patience. 


GOOD POINTS 


* NICE VIEWS 
* SPIFFING JETS 
* SOME GOOD MISSIONS 


BAD POINTS 


IT'S TOO SLUGGISH 
LITTLE VARIETY. 

JETS AREN'T 
MANOEUVRABLE 
ENOUGH 

SHOULD BE EXCITING 


Simply not fast or exciting 
enough to fulfil that fighter 
pilot dream. Doesn't, ahem, 
take my breath awaaaayyy. 


PREVIOUSLY: Preview - Issue 01, page 022 


COMING SOON: Hints and Tips 


E: DEADLY PIES: MYTHICAL DEMON BARBER OF FLEET STREET ‘SWEENEY TODD’ WAS SAID TO MAKE ‘MEAT’ PIES WITH THE BODY PARTS OF HIS MURDER VICTIMS. NEVER MIND FINDING A PIECE OF PANCREAS IN YOUR SAUSAGE ROLL, WHAT ABOUT ALL THE HAIR? GER-OSS. 


> ISSUE O23 O71 


jo 


^* There are a handful of opportunities for serious stuntage, and when you do become airborne it only feels half as spectacular as it should do. 


HERE'S NOT much to a 
demolition derby. Take a 
gutted-out, insurance-nightmare 
of a lemon and then bang it 
up even more in the most 
spectacular fashion possible. 

It follows, then, that any game based on 
such car-nage only needs one thing: shagged-out 
rustbuckets ploughing into one another at high 
speed, willing and able to shatter into showers 
of scrap metal for the sake of visual fireworks 
and gutsy entertainment. 

And that's exactly what you get with Crash. 
Pick a vehicle, an arena, an event, go break stuff 
and that's yer lot. Overly polished cars skid 


Pretty cars get mashed up real good in this glossy, 
petrolheaded mix of battling, driving and stunting 
about the place, and it all feels a bit plastic and 


toyish - more like ramming Hot Wheels into the 


WORDS: STEVEN BAILEY skirting board than watching the real thing. 


The object is to propel your car into the fray 
- farting nitro as you go - collect some points 
and cause some serious wreckage, then retreat 
to a distance and do it all over again. 

A madly slack handbrake at your disposal 
(handbrake turns are generous quarter circles 
turning your car on a penny) only makes things 
easier when you're lining up for your next drive- 
by. Everything is simple, but effective. 

At the core of the game is a 12-level, 36- 
challenge Career mode. There's an interesting 
selection of game types on offer, but you can 
only play most of the really good ones once. 
There should be the opportunity to repeat the 
original and exciting challenges over 12 levels 
(see the 'Crash Barometer' section, far right) but 
instead, the tasks that turn up most often 
are the less interesting standard ones. > 
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Vogt anat 


THERE ARE 18 different tasks in Career | 
mode, out of a total of 36. The best 

ones only appear once, while the dull ones || 
show up a few times. It's a pity, because the | 
exciting levels are fun and original. 


NAN 


ال اال 


ELIMINATOR: Back marker drops out 
every lap until one car is left. Frequency: 1 


—Ñ 


E BLACK THURSDAY: ONE OF THE BIGGEST MARKET CRASHES OF ALL TIME TOOK PLACE AT THE NEW YORK STOCK EXCHANGE IN 1929. BANKS, FACTORIES AND BUSINESS WERE WIPED OUT, LEADING TO THE GREAT DEPRESSION. 


jt » 
1 
JP! 
Pd 


» BUS JUMP: Approach ramp, turbo to 
clear some buses. Top fun. Frequency: 1 


»» SKITTLES AND CRATES: Dodge skittles, 
hit crates. Powerslide-tastic. Frequency: 1 


A Knight Rider, eat your heart out 


An entire game could happily be based 

around some of the better challenges, » LAST MAN STANDING: Battle for dear 
such as Bus Jump and Skittles And Crates, but life; survivor takes all. Frequency: 4 
they're one-off novelties, and which is a waste. 

Just as you're really getting into Crash, 
finding a favourite muscle car with the least garish 
paint job and realising that the simple gameplay 
doesn't have to make for a bland experience, 
you'll find you've seen most of what's on offer. 
You can customise the game types, but only 
with a limited range of options. 

It's a bit gutting - kind of like when you 
realise that, despite the massive advances of 
science, you'll still be tying your own shoelaces 
this time next year. 

The Career mode is great while it lasts, but 
also goes to show how underused Crash's best BARREL ROLL: Nudge barrels. It's a bit 
features are. We managed to finish it in around pedestrian, really. Frequency: 1 
five hours of solid play. No license tasks, 


> ISSUE 03 073 


SHOWROOM MATES 


Twisted metal in the making 


VEHICLES COME in three different flavours: Hot Rod, Muscle Car and Performance Car. Each has varying attributes as you'd expect, but all sound throbbing and manly 
enough to make you feel like you're overcompensating for small toilet parts. Here's our guide to what exactly each one is and what exactly each one does. 


ACCELERATION 
SPEED 

GRIP 

WEIGHT 
TOUGHNESS 


ACCELERATION š ACCELERATION 
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Ku è WEIGHT WEIGHT 


TOUGHNESS TOUGHNESS 
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»» MUSCLE CARS: The Travis of the Crash set - 


dependable, hard working, a bit dull. As tough as they 
are fast, with a fair amount of acceleration and 
traction to boot. Best used in the free-for-alls, where 
such a mix of stats makes for a good points total. 
Types: Colaro, Bullet, Hammerhead. 


X» HOT RODS: Big burly lumps of squat steel which 
bumble along at snail's pace, safe in the knowledge 
that their armoured bodywork can do much damage. 
Best used in Last Man Standing rucks, where they can 
absorb the hits while doling them out and coming top 
of the heap. Types: Jaws, Phantom, Fireball. 


э» PERFORMANCE CARS: Sleek, zippy, accelerate from 
zero to blimey in a few seconds. Despite crumpling 
like a cheap deckchair at the mere sight of a crash 
barrier, they are useful - the faster you're travelling 
when hitting an opponent, the higher the points 
bonus. Types: Joker, Daytona, Thunderbolt, Wyverne. 


4 Plough into a pile-up to scam big bonuses. 
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3 no shopping for upgrades, no worries - 

just unlock a few cars and arenas, finish 
first and then you're done. Some boy bands 
have careers longer than that. 

The Arcade mode is some compensation, 
Since you can access most of the levels that 
you've punched through in Career mode and 
play them on Arcade-mode-only tracks. 

There is, however, a slight high-score 
compulsion that means you'll come back to 
those events that you like, but it would have 
been so much more fun if they were longer and 
bulked up. This is a game in desperate need of 
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^ Parking spaces - make your own. 
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a Wonderbra to make best use of its assets. 
Crash is loose and occasionally frantic 
driving fun, but the fleeting appearances of the 
good bits simply hint at just how great it could 

have been if more use had been made of that 
cool stuff. instead of sticking to tasks and events 
we've seen loads of times in other racing games. 

It needs more depth, more geekonomics, 
whether in terms of vehicle customisation, 
increased control and combo opportunities or 
simply more elaborate places to arse 


about. While you could do worse than buy © 
this, Crash should have been a lot better. 
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THE теве 


POWER 
Nothing amazing, but nothing 

| really bad either. Solid, if basic, 
graphics and sound. 
STYLE 
Everything runs smoothly, and the 


cars are almost too shiny for their 
own good. 


IMMERSION 

Can be addictive, provided you're 
not after anything too rewarding. 

The good bits are very addictive. 


LIFESPAN 

Career mode is over in a wink. 
Multiplayer adds a little extra but 
this isn't a longterm proposition. 


GOOD POINTS 


SOME IMAGINATIVI 
GAME MODES 
INSTANT, LO-FI FUN 


BAD POINTS 


GOOD FEATURES ARI 
UNDERUSED 

p FEW THINGS TO DO 
GRAPHICS NOT A 

+ PATCH ON OTHER XBOX 
DRIVING GAMES 


Good fun for the few hours 
that it lasts. It's a shame more 
wasn't made of the original 
and exciting sections. 
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DÐ PREVIOUSLY: This is the first time Crash has appeared in OAXM. 
Э» COMING SOON: Playable Demo - Game Disc 04 
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^ 2002 FIFA World Cup delivers all the pomp and ceremony behind the biggest sporting event in the world. 


With games like this, it's easy to have a ball 


WORDS: DAN TOOSE 


GAME INFORMATION 


THE OFFICIAL AUSTRALIAN 


XBOX MAGAZINE 


NCE AGAIN, the FIFA World 

Cup is upon us, and 

unsurprisingly, EA Sports has 

come to the party with an 

officially licensed game. 2002 

FIFA World Cup is extremely 
similar to EA's last football offering: FIFA 2002, 
a fairly comprehensive football simulation. 

While the gameplay in 2002 FIFA World 

Cup is almost identical to that in FIFA 2002 
with its system of passes, lobs, one-two 
passing, calling for runners, and pretty much 
every other thing you could think to do on a 
football field, there are some minor 
adjustments that are worthy of mention. Going 
for the ball in the air feels far more intuitive 
than ever before, and players can now 
determine the power of their aerial antics. 
Tackling has also been adjusted so that 
conservative tackles are less likely to succeed, 
encouraging players to commit to an 
aggressive slide tackle. 
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2002 ЕІРА World Cup makes it clear that 
the Xbox offers superior visuals to other systems. 
Never mind the tech-boffin features such as 
vertex and pixel shading, the real difference 
comes in the consistent frame-rate, ensuring the 
action is silky smooth throughout. This is 
something everyone can appreciate, and also 
something the PS2 version can't boast. 

What's striking about 2002 FIFA World Cup 
is that it initially feels very un-FIFA. But that's not 
a bad thing. The multicoloured laser light 
displays in the background, the cheering crowds 
and stadium effects are very atmospheric, and 
they ground you firmly in the spectacle of this 
prestigious competition. 

While previous games on other systems 
generally have no bearing on the merits of a 
new game, looking to EA's FIFA 2002, it's 
impossible to overlook that there are far less 
gaming modes on offer in 2002 FIFA World 
Cup. Sure, the name of the game says it 
all, but having one competition with only ЭЭ 


2002 FIFA WORLD CUP еп 


ЖМ 


^. Is it me, or is everyone dressed in white? 
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^ See that star? Means he's special. 


WORLD CUP MARES IT 
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Tres МЕНЕНЕ T 


ТЕП" | | Power 
tal | hum | wal | Xbox is no doubt capable of ^ 
better, but this is the best looking REALISTIC STAR 
| FIFA on any system to date. PLAYER SYSTEM 
JUST LIKE WATCHING 
THE GAME ON TV. 
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ү GOOD POINTS 


> national teams to choose from is a far | 
cry from FIFA 2002's comprehensive list STYLE 
> of tournaments, modes - and most importantly 
for the fans - the clubs & players. One mode 
that should have been included is a 
qualification process to offer the World Cup 
experience from the absolute beginning. This 
was included in FIFA 2002, hut hatte cles IMMERSION — B 
consolation to Xbox owners. We found ourselves screaming at + 
Watching international football, it's obvious the players like any rabid football 
that star players like Zinedine Zidane, and | fan. Nuff said. 
Michael Owen tend to be the ones who make f 
the breakthroughs for their team. EA has LIFESPAN Arguably the best FIFA title to 
acknowledged this by giving some of the world's With only this year's World Cup to date, a shame it only focuses 
] better players more effective moves and play through, this one may collect on the one tournament. 
Ó N abilities. When controlling such a player, the dust sooner than FIFA 2002. 
үт ү! symbol above his head shows as a star rather 
than the usual triangle. These players also ПЕ! 
produce special visual effects when they're 
e performing a move they specialise in, such as 
taking a shot with a striker. 
With all the authentic stadiums for the 
Japan/Korea World Cup, complete with fancy light 
shows, pyrotechnics, and commentary from John 
Motson and Andy Grey, 2002 FIFA World Cup is 
the definitive game for the world's largest sporting 


With authentic commentary and 
superb visuals, it's like turning on 
the tube on a Sunday arvo. 


BAD POINTS 


NO MODES OR 
LEAGUES OUTSIDE OF 
THIS YEAR'S WORLD CUP. 


w. 
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may make Konami's upcoming ISS2 the Э» COMING SOON: Game Movie - Game Disc 05 


real winner this year. Time shall tell. 


Е BROKEN GLASS: IN 1608 FOOTBALL WAS BANNED IN MANCHESTER, ONE OF THE PLACES WITH WHICH THE GAME IS SYNONYMOUS. AMUSINGLY, THE REASON FOR THE BAN WAS АМ ALARMING INCREASE IN BROKEN WINDOWS. 


event. Ironically this over-specialisation ® X» PREVIOUSLY: Preview - Issue 02, page 019 
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WARE NIELUS 


IRVINE 
JAGUAR 


A You've got to suspect that EA went to the trouble of getting even the helmet pattern right. 


It's F1, captain, exactly as we know it 


F enne 


WORDS: JON ATTAWAY 
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ORMULA 1 is the purest, most 
exciting form of motorsport yet 
devised, and the video game 
grid is almost as tightly packed 
with contenders as the real, 
fuel-belching circus itself. 

It's not hard to see the appeal of screaming 
round corners at 200mph, and EA's game is the 
first opportunity - although certainly not the last 
- to do just that on Xbox. The question is, is F7 
2002 a Ferrari or Minardi? 

There's plenty to admire here. Proper drivers 
and tracks with detailed cars and slick 
presentation make for an enjoyable TV-style F1 
session. And everything is as up-to-date as it's 
possible to be with the full set of 2002 stats. 

When you're driving, the game's fast and 
oh-so playable. If you want to scream around 
Silverstone (or one of the other 16 accurately- 
recreated courses) without worrying too much 
about the intricacies of the sport, then you're 
well catered for. The arcade mode is one of the 
game's strengths, letting you jump straight in and 
have a challenging race from the off. 


028 OFFICIAL AUSTRALIAN 


Hardcore race nutters will prefer the 
Simulation controls though, turning every corner 
into a battle between hand-eye coordination and 
the cold, hard laws of physics. 

To teach you how to get things right, the 
main single-player mode requires you to pass a 
series of challenges, ranging from simple 
acceleration and braking exercises to trickier 
corners and chicanes. 

They work in much the same way as the 
licenses in the PlayStation's Gran Turismo 
games, teaching you the basics you need on the 
tracks. It's a good idea, and one that's welcome 
in the tricky world of F1 racing. 

There's nothing inherently wrong with F7 
2002, and at this stage, it's the Xbox F1 race 
leader. But as a racing game, it's simply not as 
fun as RalliSport Challenge (Issue 01, 8.5) or 
Project Gotham Racing (Issue 01, 8.9), and 
there's every chance the upcoming Grand Prix 4 
could out-F1 it in every way. 

So then, Ferrari or Minardi? Actually, (l 
it's more like a mid-table Jordan. 


^* Blue car, red car... and only 60 more laps. 
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X» WET AND SMOKY 
There are some quality 
atmospherics in F7 
2002, but best are the 
rain and the belching 
exhaust cloud that 


INFO 


covers the starting grid. ^ 


'OULTHARD 


A Visibility: nil. Speed: 186 mph. 


А Inches away from disaster (or glory). 


COULTHARD 
MCLAREN 


POWER 

Some reasonable sights, but 
nothing actually that jaw-dropping 
on display here. 


| e TEE 


EA has been doing just this for six 
years now. It's authentic as is 


humanly possible. 


| IMMERSION 


It very much depends on your 
thoughts about F1 and it's 
unlikely to convert non-believers. 


LIFESPAN 

If you can cope with the tough 
Simulation mode, this could keep 
you going until F1 2003. 
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GOOD POINTS 


* VERY FAST. 

* SLICK PRESENTATION 

* ACCESSIBLE ARCADE 
RACING. 


BAD POINTS 


SIM MODE IS 
EXTREMELY TOUGH 
SEEN IT ALL BEFORE 


A solid F1 title with everything a 
fan could want - great graphics 
and handling - but this is mere 

evolution, not revolution. 


BOX MAGAZINE 


» PREVIOUSLY: Reviews Round-up - Issue 01, page 028 


» COMING SOON: Hints and tip 


This one time at 
band camp we 


From Betty Blue to Puberty 
Blues, the DVDs that bare all 


Plus The ultimate 


DVD ACTION 


movie collection 


The DVD magazine 
= guaranteed to 
1 turn readers on 


Harry Potter Dude, 
Where's My Car? Ani 
e Fast Times A 
Ridgemont High Al 
Came A Spi ‘Batman 
ast The Great 
Roy and HG 


The Eurythmics 
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^. Now, should he go for a meat-and-potatoes dunk or a risky three-pointer? Oh, the decisions... 


Hoops upside your head... 


DRINE enne 


WORDS: EWAN CORNESS 


INCE 1995, NBA Live was all 
you could find when it came 
to simulation - or at least non- 
arcade - style hoops on a 
console. Sega Sports rattled a 
few feathers when its NBA2K 
series was launched on Dreamcast, but at the 
end of the day it might be Microsoft's NBA Inside 
Drive that rotates over on defence and swats 
both of them into the third row. 

At first glance, Inside Drive doesn't have the 
same polish that Live or NBA2K both have. The 
player models look rather simplistic, and while 
each individual stadium is modelled extremely 
well to authentic NBA arenas, the crowds and 
overall atmosphere are somewhat lacking. 

What it does have, though, is an excellent 
representation of NBA basketball. You won't be 
able to pump fake every defender off his feet, 
and there's no way that you'll be able to use 
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small guys to defend against monsters like Shaq. 
If you've got a vertically challenged lineup, you 
better switch to a fast-break offence or you'll be 
hammered, and if you've got a team of 7-foot 
neanderthals, then make sure you're crashing the 
boards and trying to run a “get the ball inside” 
offence. This is the stuff that basketball fans have 
been demanding for years, and this is the first 
time it's really been seen in a hoops title. 

The playbook in /D2002 is massive as well. 
You can run the triangle offence (Lakers, Bulls), the 
pick-and-roll (Jazz) or a low-post offence (Spurs) 
with ease - just use the D-pad to call whatever 
play you need to run. If you know what you're 
doing, you can replicate an NBA offence and set 
up plays just like a regular Phil Jackson. 

102002 only lets itself down with the visuals. 
Players are adequate, but they're not instantly 
recognisable. Even Michael Jordan doesn't really 
look like His Airness - the trademark sweatband 
around his elbow just looks like a really big, ugly 
bruise. The stadiums are amazing though, and 
102002 is the only game where you can play in 
Madison Square Garden or Staples Centre, not 
some "Generic NBA Arena With Lakers Logo". 
102002 won't win the MVP award this 
year, but it easily takes home the Rookie 
of the Year trophy. 
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STRATEGIES 
You can select set plays 
and different defensive 
styles simply by tapping 
different directions on 
the digital thumb pad. 


POWER 
Some of the stadiums (like MSG) 
are visually stunning. The players + EXCELLENT 

aren't. | DUPLICATION OF 


NBA BASKETBALL 
+ REAL NBA STADIUMS. 


GOOD POINTS 


ELSE 

Authentic uniforms, tats, stadiums 
and commentators. NBA fans will 
feel right at home. 


BAD POINTS 


UGLY PLAYERS. 
MIGHT BE TOO 
TECHNICAL FOR 
CASUAL SPORTS FANS 
TO GET INTO. 


IMMERSION 

| The ugly players takes away from 

| it, but small touches like coaches 
and refs helps in this area. 


LIFESRAN 

Try playing a 82-game NBA season 
with 12 minute quarters. Could do 
with a franchise mode. 


It's not eye candy, but for the 
closest thing to NBA-style 
basketball, NBA Inside Drive 
2002 is your only choice. 
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PREVIOUSLY: Movies - Game Disc 02 
COMING SOON: Tips - Issue 04 


HELICOPTER OBJECTIVE COMPLETE 


^* There is a nice variety to the level missions (above and right): blowing crap up or shooting the hell out of stuff. 


Blowing things up at top speeds never goes out of style 


SPYHUNTER 


WORDS: JIM PRESTON 
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LASSIC ARCADE GAMES are not 
an easy thing to remake. Recent 
attempts to "re-imagine" first- 
generation arcade games have 

"5 resulted in first-rate crapola. But 
to give Midway credit, SpyHunter is a game that 
pulls a classic formula from 1983 all the way 
into 2002, and it does it rather successfully. 

The basic premise is the same as Midway's 
earlier classic: you get to take control of the G- 
6155 Interceptor, a car so cool that it can turn 
into a jetboat, a motorcycle, and some sort of 
combination of the two. It's also outfitted with all 
the trimmings you would expect: machine guns, 
rockets, EMP (Electro Magnetic Pulse) bursts, oil 
slicks, smoke screens, and most likely a bitchin' 
pair of cup holders. 

The 14 different missions each have a 
primary objective and anywhere between three 
to seven secondary objectives. As you scream 
through the game at unholy speeds, you 
generally have to shoot all the bad guys and try 
not to smear any innocent bystanders. Almost all 
of the levels are Swiss-cheesed with top-secret 


routes that will help you achieve some of the 
secondary objectives and add plenty of replay 
value to levels you'll probably master after the 
first or second run through. 

It may sound routine, but there is enough 
variety in mission structure (getting out of the 
warehouse in a crappy civilian car was a fun 
challenge) and constant action that it very 
rarely grows stale. It certainly helps that the 
game has a killer update of the classic Henry 
Mancini score - so the fact that you're not able 
to cruise to your own tunes was never really 
missed throughout. 

The end result is a driving game that's 
uniquely balanced with its own brand of action 
and adventure elements, none of which detracts 
from the high speed chases. And let's face it, 
being chased instead of chasing someone else is 
a fairly unique thrill that adds that little extra bit 
of excitement to the game. 

The only real problem with SpyHunter is 
that it doesn't look much better than the PS2 
version, which is to say, it's rather average and 
kind of weirdly dark. The car is modelled nicely, 
but there is no bump-mapping, pixel shading, or 
any touches to take advantage of the Xbox's 
otherwise superior hardware. The split-screen 
multiplayer is fun, but the real value that older 
gamers will appreciate is the addition of the 
originl SpyHunter game as a from 1983 as a 
playable option. This easily kicks the game's 
score up a few notches just for the cool bonus. 
It's normally not a good idea to remind gamers 
just how classic the first one was, but 
SpyHunter is certainly a respectable 
update of an old favorite. 


POLUER 


Fast, smooth, does the job; but 


| could easily have looked better. 


The Xbox is capable of a lot more. 


STYLE 

The Interceptor looks great and 
the music works well. The rest of 
the world is just above ordinary. 


| IMMERSION 


There's no real character to speak 
of, but the score and the sound 
effects keep you involved. 


LIFESPAN 


| Some levels are worth replaying to 


perfection, but only the original 
mode has long term value. 
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GOOD POINTS 


* IT KEEPS THE 
ORIGINAL FEEL 

* PLENTY OF ACTION 

* THE ORIGINAL 
SPYHUNTER IS 
INCLUDED! 


m BAD POINTS 


La GRAPHICS ARE ONLY 
K 
4, OKAY. 


M ONLY 14 LEVELS 


A unique driving title, devlishly 
fun with its little spy-related 
touches, and a fitting homage 
to the 1983 original. 
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У» PREVIOUSLY: This is SpyHunter's first showing in ОАХМ 
Уэ COMING SOON: Hints & tips 
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" OR "AGENTS" FOR THAT MATTER. THE COMPANY CREEPILY REFERS TO THEM AS "HUMAN ASSETS." 


SPIES NOT LIKE US: THE CIA DOESN'T CALL ITS SPIES "SPIES." 
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А Azurik has occasional flashes of brilliance with its magic effects, but they do little for the rest of the game. 


А That's some killer hair gel he's using. 


Despite all good intentions, is the world of Perathia even worth saving? 


FIZUFIK 


RISE OF PERATHIA 


WORDS: KEVIN CHEUNG 
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N THE UTOPIAN fantasia of Perathia, 
everything exists in a harmony of the 
natural elements. Earth, Air, Fire, Water, 
Life and Death form the core of all 
existence, and are manifested as large 
circular tablets that are housed within an ancient 
temple, protected by a sacred order of Lore 
Guardians. But that's until one of the Lore 
Guardians goes bad, shatters a disc into pieces 
and scatters its fragments across the land. The 
resulting imbalance threatens to destroy the entire 
universe, and it falls upon a young Lore Guardian 
named Azurik to restore the natural order. 

Part role-playing game, part action game, 
Azurik stumbles along as it makes one 
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misguided attempt after another to emulate the 
free-roaming, non-linear puzzle elements of the 
yardstick Legend of Zelda series. It's painful 
enough that the story is predictable and grossly 
derivative, as though penned over an easy ten- 
minute session in the crapper, but compounding 
the plot issues is the fact that Azurik is so poorly 
produced and short-sighted in design. 

Bland environments and landscapes, stiff, 
mechanical animations, a slow and largely 
unhelpful camera system - besides the positional 
surround sound effects and a slightly rousing 
musical score, it's not inconceivable for a PS One 
to best this title. 

Azurik's distinguishing feature is the Axion, 
a staff-like weapon that can harness different 
combinations of the elemental forces as progress 
is made through the game. This is essential for 
unlocking crucial sections of the game, as well 
as combating supposedly fearsome monsters 
that are already crippled by the Al of a baboon 
with rheumatoid arthritis. 

The most disconcerting consideration here 
is that Microsoft should've seen these problems 
coming from a mile away. At last year's 
Gamestock event, several attendees - including 
this writer - remarked that Azurik was, in 
the American vernacular, "10096 ass". 
Perhaps next time Microsoft will listen. 
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Ире МЕГЕ ГЕ 


POWER 

Altogether disappointing, with low 
resolution textures, frame rate 
issues and terrible geometry. 


К — | =ч 
Levels are themed against the 
elements, but otherwise Azurik 


| doesn't really stand out. 


IMMERSION 

The music does a good job of 
sucking you in, but the visuals are 
rarely believeable. 


LIFESPAN 

A few nights of solid play will see 
the universe saved. You're not 
likely to want to try it again. 
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GOOD POINTS 


* ATMOSPHERIC MUSIC 
SOME SPELL AND 
WEAPON EFFECTS 
LOOK GREAT 


BAD POINTS 


TERRIBLE PRODUCTION 
ALL-ROUND. 

SHALLOW COMBAT 
SYSTEM 


Some things are better left 
untouched. Azurik is one of 
them. Do not waste your 
money on it. 
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Y» PREVIOUSLY: Azurik's never been in OAXM before. 
) COMING SOON: Hints & tips 
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^. NightCaster's shooting action combines elements of old-time classics like Smash TV and R-Type. 


А A bald globe, up close. 


А Letting rip with the fire magic. 


An adventure with less talk and more action 


NIGĠGHTCASTER 


WORDS: MATT WOLFS 


HE WORLD'S BEEN cast into 
darkness by the NightCaster, 
and it's up to a young wizard 
named Arran to save the day 
with his magic staff and 
brilliant bald glowing orbs. 
These orbs can channel magic, killing everything 
in Arran's path to bring light back to the world. 
Played in the third person, NightCaster is an 
action title that tries to implement a few 
elements of adventure. Sadly, it fails in both 
areas. At the core of the gameplay is a system of 
acquiring new spells for combat, with four 
flavours of magic for our hero to wield: fire, 
water, light and dark. This is extraordinarily 
convenient, since the evil hordes that Arran must 


slay also happen to come in four varieties; red, 
blue, yellow and purple. So, for example, using 
fire magic on a fire monster will have no effect, 
but using water magic instead will deal out pain 
and suffering. This mechanical contrivance 
sounds like a novel idea for a combat game, but 
in practice it's clunky and unbalanced. Selecting 
spells can be a chore, and their range is wildly 
unpredictable. Some are far more useful than 
others in any given situation, and it only hurts 
any sense of fairness and structure that the 
combat system should've had. 

NightCaster feels a lot like Gauntlet. Players 
have to move methodically from one end of the 
level to the other, killing multiple re-spawning 
creatures, laying waste to their nest, then finding 
the next mob of nasties and a nest to destroy. 
This creates the game's biggest fault: repetition. 
Boredom sets in not long after the first level. 

The story itself is weak. As though added at 
the last minute to give the game some lasting 
appeal, NightCaster fails to illicit any form of 
emotion that would keep the most dedicated 
gamers hooked. This isn't helped by the the 
insane difficulty level. Save points are spread far 
too thinly, and they're hard to find. NightCaster 
is more an exercise in frustration and 
tedium than anything else, and can't be 
recommended seriously to anyone. 


А Erm, the bad guy's behind you. 


^ Out for a romp in the woods. 


POWER 
Nothing to write home about 
graphically. Some areas of the 

| game are pretty, others butt-ugly. 


STCS 
Highly repetitive and ultimately 

| frustrating. Even fans of the genre 
will struggle to maintain interest. 


IMMERSION 

A forgettable soundtrack and 
average sound-effects only detract 
from the atmosphere. 


| LIFESPAN 
A lengthy game with serious 
challenge. Being bothered enough 
| to finish it is another story. 
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Ф GOOD POINTS 


+ ORBS PROVIDE SOME 
NOVELTY IN THE ACTION 


Е BAD POINTS 


IMBALANCED 
SELECTION OF SPELLS. 
REPETITIVE GAMEPLAY. 
UNUSUAL CAMERA 
CONTROLS. 


A game which promises far 
more than it delivers, 
NightCaster is definitely the 


poor man’s Gauntlet. 


PREVIOUSLY: This is NightCaster's debut appearance in OAXM. 


COMING SOON: Hints & tips 


E: INSPIRATION: ROBOTRON ORIGINALLY APPEARED IN ARCADES IN THE EARLY 80S, LET PLAYERS SHOOT LASERS IN ALL FOUR DIRECTIONS AT HORDES OF MARAUDING ROBOTS. 
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OU WANT TO DRIVE a skidoo. 
You know you do. They look 
like the most fun vehicles on 
earth (vibrating helicopter 
backpack excepted). Part tank, 
part skis, part lawnmower, 
they can motor over frozen water of any 
consistency at high speeds. But pass them 
through a video game filter and they can also 
handle concrete, metal and molten lava, blast up 
to nosebleed-inducing velocities and shoot 
missiles and grappling hooks out of their nose 
cones as they fly by. 

Midway - the world leader in video game 
exaggeration (they also did satisfyingly over-the- 
top NHL Hitz 20-02 - Issue 02, 7.4) has taken 
skidoo driving to ludicrous extremes in Arctic 
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It ain't what skidoo, it's the way that skidoo it 


ARCTIC 
THUNDER 


Thunder. We're getting snow and vehicles and 
big jumps and weapons, which sounds great, 
huh? But unfortunately, it's not. It's rubbish. 

First off, it looks disgraceful - like a lazy old 
PlayStation game with zero style. The tracks are 
all blocky, snowy canyons peppered by random 
lumps of trackside scenery. 

Next there's your quest - to beat a bunch of 
other skidooers to weapon, speed, shield and 
many more generic boosts that will help you 
barge your way to the front of the pack. It's the 
kind of non-idea that's bored you a thousand 
times before this. 

Then there's the skidoos, sleek, fast and 
seemingly ideal for some on-the-edge racing. But 
there's practically no need to steer the damn 
things, you just point them roughly towards 
bends and they'll get round any corner, even if it 
means scraping all the way around (aargh!) an 
invisible wall. Since you lose negligable speed 
for any mistake, no skill is required to play. 

Even if you get knocked off your skidoo by a 
homing missile or a punch to the gob, you 
reappear a second later, at full speed, and WAY 
AHEAD of where you fell off! With no sense of 
danger or excitement on any level, at any point 
in the game, Arctic Thunder exists as a 
demonstration of how bad Xbox games 
can be if developers simply dust off a 
tired idea for this shiny new format. 
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Points gained from 
downing riders can be 
traded for upgrades, to 
open tracks or to 
unlock multiplayer 
battle arenas. 


M ...by which we mean ‘buy this вате’ 


POLUER 

It's so basic and scruffy looking, 

your Xbox won't even notice that 

it's running a game. 

BAD POINTS 
| STILE ч 
| None. Horrible characters, sound LOOKS ATROCIOUS 
NOT A SINGLE 


| and menu screens... Smell the INTERESTING IDEA 


stench of cheap video game. LOADS OF BUGS AND 
GLITCHES. 

NO EXCITEMENT. 
JUST FEELS SO 
POINTLESS 


IMMERSION 

There's always stuff happening, 
but since the point is there is no 
point, you won't care. 


LIFESPAN 

Can always keep earning points to 
unlock bonuses, but you'd be a 
strange person to want to. 


A disgraceful excuse for an 
Xbox game. Looks dreadful, 
has no new ideas and feels 
limp and lifeless to play. 
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Ў» PREVIOUSLY: This is Arctic Thunder's debut in the OAXM 
» COMING SOON: Hints and tips 


REN IIEWS 


¢ Choose life, choose Jedi. Choose poncing about with a girly pigtail and a pointy laser sword. 


This is not the game you are looking for... 


STAR WARS: 


WORDS: JON AT-AT-AWAY 


DEVELOPER: LUCAS ARTS 
PUBLISHER: ACTIVISION 

RELEASE DATE: MARCH 29 
PLAYERS: 1-2 | 
WEBSITE: WWW.LUCASARTS.COM 
IPRODUCTS/OBIWAN ` 


RE YOU A STAR WARS FAN? Do 

you enjoy seeing your favourite 

fantasy world routinely abused 

when it appears in game form? 

If you're nodding, then you'll 

appreciate Star Wars: Obi-Wan 
for offering hours of license-wasting fun. 

It's not like this is a game without ideas, 
rather that the good ones are just badly 
implemented. So good idea - lightsaber control 
is assigned to the right thumbstick, theoretically 
allowing you to fluidly swish the weapon as you 
navigate the levels. 

And bad application - it has all the 
deftness of the Wanster hacking through an 
invisible jungle with a Duracell-powered 
machete, making the Jedi look like a post kick- 
out drunk doing Luke Skywalker impressions, 
"Zwingg' sound effects included. Graceful 


combat goes out the window, skirmishes are 
awkward and it just doesn't allow for any 
application of skill. 

Still, there's good idea number two - Jedi 
moves. These allow our Obi to Force-throw 
objects towards enemies, push distant bad guys 
over ledges, execute big jumps and even activate 
a bit of slow-motion bullet time. 

Although Force skills are the most enjoyable 
aspect, you never feel as if you're a Jedi because 
the game's sloppier than tonguing Jabba the Hutt. 
The loclcon camera system doesn't work 
properly, and the poor design sucks out any fun 
derived from messing about with cosmic forces. 

Example? Getting shot by a distant sniper 
hidden by fogging is frustrating because you can't 
do anything about them during Saber duels, and 
annoying because you can't counter them 
skilfully. How do you stop these off-screen 
enemies ruining everything? By hammering the 
attack buttons, running a lot and hoping they 
don't get you. The way of a Jedi this is not. 

Another thing going to waste during an Obi- 
Wan session is the Xbox graphics chip. This 
looks like a PSone game with a slightly higher 
resolution - rubbish textures, scant detail and a 
stuttery frame rate make it a truly abysmal game 
to look at and a missed opportunity. Let's hope 
Knights of the Old Republic (the forthcoming 
RPG - Issue 02, page 046), puts a bit of 
credibility back into the increasingly 
battered Star Wars licence. 


»» BONUS 


INFO 


y» EPISODE II-PLAYER 
Got a friend? Then 
duel him to sleep in 
the game's Jedi Battle 
mode, whose many 
arenas fail to make 


up for poor gameplay. 


^. ..Jedis get blue, Dark Side agents get red. 


А Sam Jackson says his'll be purple in Ep Il. 
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POWER 

You'll be checking you haven't 
plugged into your old PlayStation 
by mistake. 


STYLE 

The license is wasted on poorly 
detailed characters and grainy, 
generic locations. 


IMMERSION 
Frustratingly bad design and total 
lack of atmosphere soon begin to 
annoy you more than Jar Jar Binks. 


| LIFESPAN 

| Twenty six missions that include 

| Naboo and Tattooine, but you 

| probably won't want to see them. 


GOOD POINTS 


+ INVENTIVE JEDI SKILLS. 
+ AUTHENTIC TUNES. 
+ LIGHTSABERS. 


BAD POINTS 


TERRIBLE GRAPHICS. 
SHODDY GAMEPLAY. 
WASTE OF THE 
LICENCE. 


Yet again, Star Wars shifts onto 
one buttock and honks a sub- 
standard stinking loaf of a 
game out of its backpipe. 
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PREVIOUSLY: This is the first time we've felt Obi Wan's presence 
COMING SOON: Hints and tips 


^* Beam colour's pre-determined you know... 


E! NICE HELMET: YOU CAN'T BE A PROPER STAR WARS FAN IF YOU HAVEN'T GOT A STORMTROOPER OUTFIT. A QUICK VISIT TO WWW.STUDIOCREATIONS.COM/STORMTROOPER WILL TEACH YOU HOW TO MAKE ONE IN OBSESSIVE DETAIL. HMM.. 
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^* Lennox vs Eastender's Beppe. 
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gygy metet тт 


Trunks 


White/Black 
Red/Gold 


A "Bit of fluff in the old belly-welly button there, old chap." 


The boxing sim returns in annual update 


KNOCKOUT 
KINGS 200 


WORDS: EN ATTAWAY 


mm n 
3E \ = 5 a 


o | S THE FIRST TO hit the shelves 
MANN ; i 
of a trio of Xbox boxing games 

(Rocky and Mike Tyson 
Heavyweight Boxing are 
currently in training), Knockout 
Kings 2002 comes out fighting 
from the first bell. And though it packs a good 
enough punch to split your lip, you're unlikely to 
be knocked out by it. 

A well-rendered seedy manager-type takes 
you under his wing in the career mode - a 
fifteen-fight route to the top table and World 
Champ status that pits you against the best 
boxers in history, each one returning here at the 
peak of their physical fitness. The heavyweight 
belt is held by Will Smith - sorry, Muhammad Ali 
- and judging by his behaviour, he's quite keen 
to keep it. Other familiar faces include three-time 
champ Evander Holyfield and Ireland's favourite 
scrapping fella, Barry McGuigan. 
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Real-life boxers may not be too pretty, but 
this game certainly is. All 45 boxers are superbly 
rendered, complete with bruises, cuts and 
pained expressions. It all runs fast and smooth, 
too, and even by EA Sports’ sky-high standards, 
the presentation is impressively slick. 

After a pep talk from the referee the fighting 
begins, and it's here that the game stumbles as, 
like a mismatched title fight, the gameplay isn't 
in the same league as the visuals. Basically, it all 
feels a bit random: the computer-controlled 
opponents maintain such a steady barrage of 
attacks that sneaking in a counter punch relies 
on you just button bashing. 

The more considered approach - blocking, 
then going for a well-placed jab to the chin - 
never seems to pay off. Which is a shame, 
because the unthinking onslaught approach 
needed to progress makes the game far less 
satisfying and skilful than it should be. 

Even so, fights in Knockout Kings can be 
good fun. Landing a big punch still feels meaty, 
especially when it's a knockout punch. Watching 
your opponent crash to the floor like a punch- 
drunk lump of haggis is laugh-out-loud funny, 
particularly when they try and hit you as they go 
down. The fools! 

But nice touches aren't enough to save it 
from a points defeat. Ultimately, Knockout Kings 
suffers the same problem from which boxing 
itself often suffers. It's flashy, simple- 
minded, and provides a disappointingly 
short-lived burst of entertainment. 
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A Duck the hook! Duck the hook! 


УЭ» RING PIECE 

There are ten different 
venues of violence that 
let you hit people in 
locations like sweaty 
gyms, Caesar's Palace 
and even outdoors. 


POWER 

Impressive, highly detailed and 
recognisable boxers who move 
smoothly and quickly. Good stuff. 


GOOD POINTS 


GREAT KNOCKOUT 
SEQUENCES 

+ DETAILED THUGS 

+ AVERY DEEP CREATE 
A-BOXER MODI 


Ex T UE 

A better-than-usual slick (yet 
slightly soulless) lick of EA Sports 
paint, generously applied. 


AAD POINTS 


FIGHTING IS TOO 


IMMERSION SKILL-FREE & RANDOM 
Anyone into their big-name beat- NOT MUCH VARIETY 
'em-ups will crave a bit more 

depth than this offers. 

LIFESPAN All brawn and no brain in what 


All the tournament, career and 
quick scrap options you'd expect, 
but little variety in the bouts. 


is ultimately an excellently 
presented, but actually fairly 
limited scrapper. 
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PREVIOUSLY: This is Knockout Kings 2002's debut. 
» COMING SOON: Hints and tips 


WARE NIELUCS 


A Arcade-style racing with deep, penetrating colours and loads of on-coming traffic. 


Cool cars and slick tunes in this arcade racer 


TEST DRINE- 
| QNERDRINE 


WORDS: RALPH PANEBIANCO 


N THE NOT TOO distant future, it seems 
that the rich are no longer content with 
sipping champagne and munching on 
caviar, and instead prefer to race their 
done-up hot rods around cities in an 
attempt to win money and kill time in 
between facials. Enter Test-Drive: Overdrive, the 
new racing game from Infogrames that lets you 
take control of over 25 different licensed cars 
ranging from Shelby Cobras to Subaru WRXs. 
Just to allay any initial fears, the latest 
installment in this critically dubious series is a 
slight improvement over its predecessors. 
Although not as spectacular as Project Gotham, 
Test-Drive: Overdrive is still quite pleasant to 
behold. The visuals are fairly solid, with detailed 
car models and reflective surfaces all around. 
The sweetest part is the enormous levels that 
you and your financially well-endowed friends 
hoon around. Set in San Francisco, Tokyo and 


other real life cities, the courses stretch across 
huge, accurately modeled areas of the 
metropolis, with some courses taking up to five 
minutes to complete a single circuit. 

On the gameplay side, Test-Drive: 
Overdrive unfortunately delivers a very shallow 
driving experience. Cars handle unrealistically 
and enemy Al is exceptionally stupid, with 
both traffic and competing cars getting in your 
way quite needlessly. Furthermore, the story 
mode that is used to unlock new tracks is 
boring and contrived, with stereotypical 
characters and plot twists. 

What's most frustrating is the inconsistent 
collision detection. Certain objects and 
barriers can be easily smashed through in 
some areas, but not in others. Other aspects 
of level design are fit to question - in one 
level, one of the alternate paths leads (after 
several turns) to a dead end. Nice one. 

Test-Drive: Overdrive's saving grace however is 
its absolutely awesome soundtrack. Hands 
down, it is one of the best licensed soundtracks 
you'll hear in any game, ever. Boasting names 
such as Ja Rule, Limp Bizkit, Fatboy Slim and 
others, this is a soundtrack that won't be 
needing the Xbox's CD-Rip feature. 

All in all this is a decent racing game that 
will give any addict of the genre a good fix. Nice 
visuals and a cool soundtrack make up for the 
lack of depth, but even then, there isn't 
too much to keep you coming back. 

A good rental. 


BONUS 


INFO 


TIME SAVER? 
Some alternate paths 
are so huge and wriggly 
that it's impossible to 
fathom how one is 
meant to save any time 
taking them. Oh well... 


POWER 


Decent visuals combined with 
huge levels = gaming goodness. 
Nothing spectacular, though. 


| STYLE 


| A cross between ‘Driver’ and 
'Cruisin' USA' that lacks 


originality. 


IMMERSION 
A simply brilliant sound track that 
makes up for the lack of 


gameplay. 


LIFESPAN 


Far too easy and not enough 
| courses. You will finish this 


| one quickly. 
{ 
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^* High-beams will lighten an otherwise dark road. 


^ Wait. This isn't Carmageddon, is it...? 


GOOD POINTS 


* DECENT VISUALS. 
* HUGE COURSES 
* BITCHIN' SOUNDTRACK. 


BAD POINTS 


STUPID ENEMY A.l. 
CLICHE STORY. 
SHALLOW RACING 
ACTION. 


Not even the overtures of Ja 
Rule and Fred Durst could save 
this one. Decent, but not ground 
breaking enough to be great. 


MAGAZINE 


PREVIOUSLY: This is TD: Overdrive's first appearance 
COMING SOON: Hints and tips 


$ RUBBER RUBBISH: WASTE INDUSTRY EXPERTS ESTIMATE THAT AMERICANS DISCARD 250 MILLION TYRES EACH YEAR. 
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^. While it might not give Project Gotham a run for its money, it's a solid ride overall. 


Lap: 1/3 
Pos: 3/4 


Driving dangerously through heavy traffic 


BURNOUT 


WORDS: KEVIN CHEUNG 


RIGINALLY RELEASED on 
PlayStation 2 late last year, 
Burnout was a grossly under- 
rated title that went by almost 
unnoticed in a market that's 
still disturbingly obssessed with 
ultra-realistic simulation-style racing games. 

Burnout is for people who don't care about 
simulations - those who get more satisfaction out 
of driving real cars and who'd rather spend their 
quality videogame hours playing arcade-style 
seat-of-your-pants racers . Think of it as Ridge 
Racer meets Wreckless and Crazy Taxi. It's a 
collection of races through city-based tracks 
teeming with cars that are changing lanes, 
stopping at red lights, turning at roundabouts and 
generally getting in the way. 

The idea is to work through these tracks in 
the fastest time without getting into a smash. 
This means powerslides, practice and meticulous 
track memorisation, but at the same time there's 
a lot of improvisation as you have to duck and 
weave through the unpredictable traffic conditions. 
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It's a dynamic and well-balanced formula 
that works extremely well. If travelling with the 
flow of traffic, other cars will normally be too 
slow, boxing you in and potentially causing an 
accident. If you go against the flow of traffic the 
oncoming trucks and sedans will actually high- 
beam you before swerving out of harm's way, 
which in an odd way clears the path for you. 

The sensation of speed is unlike other 
racing games in that you actually feel as though 
you're going just a tad too fast. Better (or worse) 
still, Burnout actually rewards you for taking 
risks with even more speed. Rack up enough 
near misses, drive against the flow of traffic, and 
the Burnout meter will send you rocketing 
through the streets at such a blinding speed that 
you'll be reeling back in your seat. 

Although it doesn't have that same sense 
of realism of, say, Project Gotham or RalliSport, 
the visual elements of Burnout are quite 
stunning. It has rock solid 60fps motion, 
detailed backgrounds that are arguably better 
than Project Gotham's, and collisions that 
produce a weighty, sickening crunch of steel 
and glass. The fully positional surround sound 
effects are also an eye-opener, as you can hear 
cars whizzing past behind you and on the side 
streets. You can even feel the contact when 
nudging past other cars at intersections, thanks 
to the combination of the sound effects and the 
vibration in the control pad 

One can only wish that Burnout had some 
more tracks, but as it is there's enough to keep 
you coming back to again and again, 
even to challenge friends to see who's the f 3 
more hardcore, more dangerous driver. 
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Exit User Cam 


t Help On 


4 ТЕЛ, 


^* Replay: perfect for the big pile-ups. 


y» DUELS 

Facing off against a CPU 
or a human player 
removes all the traffic 
and makes the race so 
much more intense. 


Ж THE NERDICT 


POLUER 

No jaggies or shimmering from 
the PS2 version. Not completely 
realistic, but solid throughout. 


GOOD POINTS 


+ FAST AND FURIOUS 

* EXCELLENT TRACK 
DESIGN 

Тее 

What Renderware lacks in realism 

it makes up for in sheer speed. 

| This game is bloody fast. 


BAD POINTS 


CAN'T USE YOUR OWN 
MUSIC IN-GAME 
NEEDS MORE TRACKS 
NO SYSTEM LINK 
SUPPORT. 


IMMERSION 
Convincing road designs and lots 
of realistic traffic. It's amazingly 
like the real thing. 


LIFESPAN 

Good replay value, especially with 
friends; and there are quite a few 
cars and tracks to unlock. 


Both precise and unpredictable. 
One or two minor design faults, 
but Burnout is one of the best 
arcade racers around. 


PREVIOUSLY: As in 'before'? Not this game. 
COMING SOON: Hints & tips 


^* Meet Kat. Black Kat. The knife is for any guy wanting to take her title role in the game. 


EJ 


An adventure that's two games in one 


W Q 


o0 


A Penalty for losing: a very long swim home. 


POSES: 


> COMBAT TIP 
Here's a tip to beat 
those spinning Tiki 
monsters on the 
Voodoo islands: 
dynamite. Lots of it. 


PIRRTES: 


THE LEGEND OF BLACK KAT 


WORDS: DANIEL STAINES 


HICHEVER WAY you look at 
it, swashbuckling third 
person action and colonial 
era naval combat would 
make for strange gaming 
bedfellows. Yet here, 
Westwood Studios has not only coupled these 
seemingly disparate genres, but also managed to 
produce a moderately enjoyable game. Pirates: 
The Legend of Black Kat plays like a cross 
between Blood Omen and Blood Wake, never 
quite exceeding either of these titles for pure 
enjoyment, but making for at least a few days of 
good entertainment regardless. In other words, 
it's Jack of all trades, but a master of none. 

The game centres on Black Kat, the 
attractive pirate protagonist of a plot that most 
players rightfully won't bother noticing. Kat has 


big breasts, a big mouth, a big sword and juust 
enough charm to flaunt her assets constantly 
without becoming too much of an irritation. 

Approximately 50 percent of the game is 
seen from over the shoulders of this feisty 
heroine as she hacks and slashes her way 
through a series of high-action combat 
encounters. Her goal is to reach buried treasure, 
kill off boss monsters and find keys that lead to 
either of the two. This is the Blood Omen aspect 
of the game referred to above. 

The other 50 percent - the Blood Wake part 
- involves setting sail in one of Kat's many 
upgradeable pirate ships and blasting seven 
shades of 'yarr!' out of enemy vessels and ports. 
In both cases, combat is genuinely entertaining 
in the short term, and there's some novelty to be 
found in using the booty you've found in the 
game to upgrade the capabilities of your ships. 
However, it's fairly limited in its scope, and is 
ultimately bereft of tactical depth and genuine 
lasting appeal. 

This is the lasting overall impression that 
Black Kat will leave you with. The game is quite 
fun for a limited amount of time, but it grows 
tedious after the sheen of originality is worn thin 
from a few days’ solid play. The game's linearity 
is great if you want your hand held through the 
story, but it's a major detractor if you're after 
some freedom. There's no doubt that Westwood 
came up with an original concept, it's just 
a shame it wasn't backed it up by some 
outstanding gameplay. 


POWER 


Technically, Black Kat is competent 


| but far from outstanding. Smooth 


frame rates, snazzy water effects. 


STYLE 


Pure pirate pinnache crossed with 
Tomb Raider style charm. A little 
disjointed but generally enjoyable. 


IMMERSION 
Addictive but not engrossing. The 


| game's ostentacious fantasy 


elements are just a tad overboard. 


LIFESPAN 

Definitely a one-time affair. The 
game's linearity will ensure you 
only finish it once. 


N 


$, 


GOOD POINTS 


* INTERESTING AND 
ORIGINAL CONCEPT. 

* LOTSA FUN FOR A 
WHILE 

* KAT'S A BABE. 


BAD POINTS 


SHALLOW COMBAT. 
REPETITIVE TASKS 
LINEAR GAMEPLAY. 


An endearingly original title that 
wears thin due to lacklustre 
combat and repetitive gameplay. 
Good fun, in the short term. 
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» PREVIOUSLY: Nope. This is Pirates’ first appearance here. 


Þ COMING SOON: Hints & tips 


Е: HEY, IS THAT THING REAL?: ACCORDING TO SEVERAL DISREPUTABLE SOURCES WE FOUND IN A LOCAL TAVERN, ALL OF THE PIRATE SKELETONS ON DISNEYLAND'S PIRATES OF THE CARIBBEAN RIDE WERE ORIGINALLY REAL HUMAN SKELETONS. APPARENTLY, GOOD LOOKING FAKE SKELETONS HADN'T BEEN INVENTED АТ THE TIME OF THE RIDE'S CONCEPTION. 
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MASTERCLASS | 


ODDWORLD: 
MUNCH'S 
ODDYSEE ` 


YOUR GUIDE: BEN TALBOT 


WITH 25 LEVELS and a few hundred 
Mudokons to rescue, there's no easy way 
of mastering the latest Oddworld game. 
This is no adventure; it's an Oddysee... 

The ultimate goal is to attain the best 
possible Quarma by rescuing every Scrub, 
Fuzzle and Labour Egg crate, and keeping | 
as many Mudokon types (Natives, 

| 


Tomahawkers and Mudarchers) alive. 

If you get to the end of level 23 with 
the Quarma bar more than half full, a 
further two levels will be opened. 

In this guide, we tell you how to do 
just that. Starting with Abe (see his mug 
in the corner of the screenshot below?) 
play as him until a new face appears in 
the corner of a screenshot. It'll usually be 
Munch, but watch for two other folks... | 

Top overall tip: Avoid carrying a | 
Mudokon when you're close to death. If | 
need be, die first and then resume the task. 


L.ENIEL 
RAISIN'S 
CAVE 


SCRUBS: O NATIVES: 0 
FUZZLES: 0 SPOOCE: 50 


l 


Raisin's Cave is the training ground for 
Munch's Oddysee. It will teach you the 
basics of controlling Abe and how to | 
best use his magic abilities. 


Press A near the green story stones | 
to pick up some control tips. | 
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Collect 50 Spooce before the door 
opens - it can be grown by chanting. 


LEVEL 2 
SPOOCE-SHRUB 
FOREST 


SCRUBS: 0 NATIVES: 9 
FUZZLES: 0 SPOOCE: 295 


| 
| Help five Natives into the wells at 
| Zap Henge; they chant to open the door. 


er». 


SCRUBS: 0 NATIVES: 0 
FUZZLES: 38 SPOOCE: 20 


As the name suggests, this level is about 
collecting Spooce; there are 295. Learn 
how to control your Mudokon pals and 
do your best to protect them. 


p ü Wa 


Vis 


y fi 


You must resurrect a Native because 
you need six to open the Big Well. 


At the long bridge, throw your pals 
over the stony barricade... 


...but not here! This is bad for your 
Quarma rating, because they die! 


Jump in the well to reach another 
Native on top of this hill. 
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Your first time as Munch. Once Fuzzles 
| are released, they are useful allies. Kill 
| the Vykkers with your antenna before 

freeing them to maintain high Quarma. 


With the B button, command the 
first four Fuzzles to kill the first Vykker . 


Use Munch's sonar (Left trigger) to 
locate the 16 Fuzzles in this large room. 


The next three sections are identical. 
| Zap the interns; rescue eight Fuzzles. 


| In this room, free 10 Fuzzles and hit 
| B to set them against their captors. 


LENEL < 
HYDROPONIC 
VATS 


SCRUBS: O NATIVES: 0 
FUZZLES: 0 SPOOCE: 99 


This level is where you learn Munch's 
swimming abilities. He can't dive, so 
don't bother trying. Just collect as many 
of the 99 Spooce as you can. 


Jump in the blue-rimmed cannons 
to access higher areas and Spooce. 


Practise jumping through the hoops 
at the start - you need this skill later. 


SCRUBS: O NATIVES: 0 
FUZZLES: 13 SPOOCE: 191 


Level 5 has lots of deadly obstacles for 
Munch to avoid. Learn to master his 
Zap ability to stun Vykkers into the 
water or into mines. 


Don't forget to use these cannons 
to reach Spooce on high ledges. 


Follow the path to the first three 
Fuzzles. Watch out for the Vykker! 


э» Don't release the next four Fuzzles 
until all three Vykkers are dead. 


* 
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ээ» For the extra height needed to clear 
the taller walls, jump while swimming. 


SNOOZIE 


у. АЙ LABS 


SCRUBS: 0 NATIVES: O 
FUZZLES: 12 SPOOCE: 0 


A brief level, but a fun one. The Snoozie 
is a robot equipped with sleeping darts. 
It can't kill Vykkers, it only stuns them. 
They wake up after about 90 seconds. 


>> Take control of a Snoozie robot. 
Move towards this panel and press Y. 


>> Press the Right thumbstick to knock 
out the Vykkers as quickly as you can. 


»» Deactivate Snoozie (with Left trigger. 
Free 12 Fuzzles before Vykkers wake. 


MASTERCLASS // HINTS, TIPS AND MORE // BE THE BEST 


MUDOKON 
PENS 


SCRUBS: O NATIVES: 6 


FUZZLES: 12 SPOOCE: 65 


The first time you switch between Abe 
and Munch. Typically, one opens doors 
for the other. Abe can't swim, Munch 

needs to be thrown up to higher levels. 


ээ Throw Munch over the first grey 
wall and possess the lurking Slig. 


>> Release four Fuzzles behind the 
gate; press the B button to open it. 


>> There are two more identical cells 
to unlock. Each one also has a Native. 


»» Drop a bomb onto this orange wall 


| in order to progress. 


>> Go up the ramp at the end; slide 


behind the door for two Tomahawkers. 


SCRUBS: 9 NATIVES: 0 
FUZZLES: 0 SPOOCE: 0 


There are nine Scrubs to rescue, each one 


must be carried down a passageway 
filled with gun-toting Sligs. This is also 
an opportunity to practice with the claw. 


>> In the first room, recycle the Sligs in 


| into meaty chunks using the claw. 


| »» Drop Abe next to the out-of-reach 
| Scrub so he can throw him off. 


>> Drop Abe at door switch, switch to 
controlling Abe, get him to open door. 


»» Race down this long corridor 
carrying each of the nine Scrubs. 


MODOKON 


ww | FORTRESS 


SCRUBS: O NATIVES: 8 
FUZZLES: 6 SPOOCE: 0 


A long and confusing level. Four Natives 


are needed to close the fortress gates. 
Six are needed to restore the 
environment at the energy totem. 


>> Upgrade first the three Natives to 
Tomahawkers at shrine near bridge. 


| >> This Native will ignore you until 
you have closed the gates. 


>> Cross the bridge opposite the fortress. 
Drop down and possess the Slig guards. 


ээ» Possess Sligs at the cage; get Munch 
to release Fuzzles and Tomahawkers. 


>> Use the claw to kill the Sligs before 
taking Tomahawkers across the bridge. 


«P SLOGHUT 
WY 2313 
SCRUBS: 11 NATIVES: 0 
FUZZLES: 0 SPOOCE: 0 


Similar to Level 8. Clear out the first 
room with the claw. Ignore the Snoozie 
in the second half of the level - it's 
easier to kill Sligs using possession. 


eau BEET EEE es a IESS ZZ BIE ee аа a ENNIUS PETERE ERES a EEE RES NEUES REE Em ETE uec 


лош 


ээ» Creep across this ledge to rescue two 


Scrubs, then get the one opposite. 


ээ Send large possession balls to kill 
the three Sligs on the left-hand towers. 


»» Dodge the bombs and carry eight 
Scrubs to safety - timing is crucial 


iy 


»» At the exit, drink Bounce and return 
to the ledges for three Scrubs. 


» PARAMITE 
NV RUN 


SCRUBS: 0 NATIVES: 0 
FUZZLES: 0 SPOOCE: 99 


Thankfully. no Mudokons or Fuzzles. The 
only task to complete is collecting 99 
Spooce. Take Abe and Munch to the exit 
while collecting as much as you can. 


»» If you need to return to collect more 
Spooce, it's far safer to use Abe. 


é ‚@ MEEP HERDER 
э АЙ VILLAGE 


| SCRUBS: 0 NATIVES: 9 


FUZZLES: 0 SPOOCE: 0 


| Meeps only appear in this level. Abe can 


carry them, Munch can chase them in 
his wheelchair. Don't be afraid of the 
giant Slogs - they can be possessed. 


| »»Herd all 25 Meeps into the pen. The 


Natives ignore you until this is done. 


ээ Possess and kill the giant Slogs in the 


| tunnel before they eat your friends. 


»» Stand on the foot panel and possess 
this Glukkon so he donates to LuLu! 


А BREWERY 
NV Ж То BE 
SCRUBS: 15 NATIVES: 0 
FUZZLES: 0 SPOOCE: 30 


| Scrabs are the most ferocious inhabitants 


of Oddworld, but they are also 
particularly stupid. Round them up to 
make the area safe for Scrubs. 


| »»Unite Munch and wheelchair, then 


circle the Scrabs until they chase you. 


>>The Scrabs chase Munch into a pen 
| where there's a lever to trap them. 


Ээ Climb to the top of the windmill and 
throw three Scrubs into the well. 


>> Despatch the Glukkon and go out to 
the Scrubs; there's 12 more in the cage. 


SCRUBS: O NATIVES: 7 
FUZZLES: 0 SPOOCE: 0 


One of the most difficult and frustrating 


levels in the game. Jumping with Abe is 
often tricky to judge and there are many 
large platform sections to navigate. 


| 7» Clear the path of Sligs then carefully 
jump across with Abe. Save often! 


| >>The two Natives need to be thrown 
| to safety across each platform . 


P 


| »» Turn seven Natives into Mudarchers 


at the shrine. They can then kill Sligs. 


SCRUBS: O NATIVES: 7 


| FUZZLES: 0 SPOOCE: 0 


There are many ways of completing this 
level - we've found the best. Clear the 


| room with the mine-filled bridge using 


Munch, then possess the Sligs with Abe. 


э» Use Aquabounce to reach the high 


| platforms and levers. Use Zap on Sligs. 


»» With Sligs dead, carry Munch across 
the mine-covered bridge. Save often! 


` Throw a bomb at this orange wall to 


| access a new area... 


»»...where you'll find eight Scrubs. 
Possess and kill the Sligs. 


>> Climb the ladder by the scoreboard 
and get another Glukkon to donate. 


DEAD 


VY RIVER 


SCRUBS: O NATIVES: 8 
FUZZLES: 0 SPOOCE: 30 


Take control of Abe and round up eight 
Mudarchers. Try to possess Sligs while 
sending in them in as a distraction. 
Preventing casualties requires patience. 


э» Four Natives in this first area; you 
need Bounce to reach two of them. 


— At totem, turn three more Natives into 
Mudarchers. Fight Sligs to reach another. 


— On the balcony, possess Sligs on 
other side of orange wall, then blow it. 


>> Jump over water mines to flip switch 
on the other side. Revert to Abe to fight. 


MASTERCLASS // HINTS, TIPS AND MORE // BE THE BEST 


NO MUDS 


ҸҸ? LAND | 


SCRUBS: O NATIVES: O 
FUZZLES: 0 SPOOCE: 99 


No Mudokons or Fuzzles to save, just an 


entire army of Sligs to slay. Abe has to 
pass each gate via the mountaintops and 
step on the time locks to ‘free’ Munch. 


^» Sligs hate bombs. Clear the path for 
your one-legged friend. 


>> Halfway through the level, possess 
a Big Bro Slig. Time for some carnage. 


»» Sneak past this difficult platform 


| section using the invisibility potion. 


>> Before the exit is a shoot-'em-up 


section. Possess Big Bro Slig to pass. 


| — Climb the ladder on the building 


near the teleporter to reach the switch. 


BOILER 


K. АЙ ROOM 


SCRUBS: 13 NATIVES: 0 
FUZZLES: 0 SPOOCE: 20 


Whenever possible, avoid waking the sleeping Sligs in the first section of this level, 
otherwise they'll prove more trouble than they're worth. Don't forget to make use of 
the invisibility vending machine, which makes life dramatically easier. That is, until 
you possess the Big Bro Slig. 


>> Take control of the claw and drop Abe next to the door switches. 


»» Gather together all 13 Scrubs. Some 
will need to be carried past minefields. 


»» Pull lever near this panel to get a 
Big Bro Slig. Possess him, clear path. 


SPLINTEREZ 
2 MANUFACTURING 


SCRUBS: 14 NATIVES: 0 
FUZZLES: 0 SPOOCE: 0 


Slig drones make possession impossible 
in certain areas. Keep your Big Bro Slig 

| at a distance - you won't be able to 
shoot the Sligs at close range. 


»» Take Abe and Munch across the 
upper ledge. Throw Munch across gaps. 
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FLUBCO 
à. Z EXECUTIVE OFFICE 


SCRUBS: 11 NATIVES: 0 
| FUZZLES: 0 SPOOCE: 0 


Flubco's executives are at the end of a 
corridor guarded by 12 Big Bro Sligs. 
Munch needs regular trips to the 


»» At Big Slig generator, carefully climb | ээ» Cross this bridge, then switch to э» Only a possessed Slig has access to Aquabounce, Health and Zap machines. 
8 >lig g | p 


down ladder and quickly possess him. Munch and pull levers on the far side. this door. A Slig shootout beckons. 


>> Use Big Bro to kill the Sligs. ээ There are six water towers to find. | »»Once the Sligs are wiped out, shoot | »»Jump onto this platform to escape 
Eventually they will stop regenerating. Each one has a greedy Glukkon on top. | the final guards off their pedestals. the first room. 


| 


7» With the Sligs dead, round up the | -- Zap Sligs on Tower Four from this >> Release two Scrubs before using ээ Keep away from the explosive boxes 
Scrubs and pull levers by the final gate. | ramp - enter and exit via this ramp, too. | water control; there are four more here. | as you race past the Big Sligs. 


| 


ээ Possess a Big Bro Slig and have him | »» Towers Five and Six require some | »» With the water level raised, Munch ээ Combine Aquabounce, Zap and 
speak here to reach the Glukkon. skilled jumping. Save often. | can swim across to open this door. Expresso to kill the high-up Sligs. 


Д RESERVOIR 
k di ROW 

SCRUBS: 0 NATIVES: 4 
FUZZLES: 0 SPOOCE 22 


| 


Perhaps the most difficult in the game. 
Abe has to raise the water level at each 
of the six water towers to allow Munch 
to progress. Close co-operation is key. 


| 


| >>A lever at the heart of the reservoir 7» In the final area there are 14 Scrubs. | »»Jump on plant pots at the rear of 
| brings out Mudarcher reinforcements. | Some need to be thrown across. the room to find a passage to Glukkon. 


FLUB FUEL'S 
SCRUB PENS 


SCRUBS: 20 NATIVES: 0 
| FUZZLES: 17 SPOOCE: 0 


The Sligs will do most of the work for 

you here so practice with the machine- i ? 
— At the first water tower, stand оп the | gun. Don't pull the water control switch »» Seventeen Fuzzles can also be >> Four Scrubs await on the high 
foot panel and possess the Glukkon. | before you have rescued the Mudokons. | found in the area opposite. | platforms. Use Bounce to reach them. 


\ 
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MASTERCLASS // HINTS, TIPS AND MORE // BE THE BEST 


| SCRUBS: 10 NATIVES: 0 


FUZZLES: 0 EGG CRATES:17 SPOOCE: 0 


| Vykker Suites is the final level, and a 
great reward for all your hard work. 
LR Munch is absent, so take Abe and 
>> Carefully drop crates into teleporter | friends straight into the Vykker's den. 
- cracked ones count against Quarma. | 


>> Persuade this fashion-conscious 
Glukkon to donate his cash to LuLu. 


x. À THE LOADING 
DA DUCK 


SCRUBS: 4 NATIVES: 0 
FUZZLES: 6 EGG CRATES: 22 SPOOCE: 0 


The first Labour Egg crates are here. Be 
careful when loading them into the 

docking bay. When using Munch, try to 
take out Surgeon Vykkers one at a time. 


>> Abe needs to jump this gap. Munch 
has to follow the tunnel beneath. 


»» Combine Aquabounce, Zap and 
Expresso to kill Vykkers. Get health. 


>> High up on this platform is another 
Scrub. Use Bounce to reach him. 


>> Retrace your steps with Munch. 
Aquabounce to this control panel. 


WITH A QUARMA rating of more 
than half (which you will have if 
you've followed our expert 
advice so far), two more levels 
are made available after Level 23 
The ending movie is slightly 
different, too. Onward to the real 
ending of the Oddysee, then... 


LABOUR EGG 
STORAGE 


SCRUBS: 14 NATIVES: 0 


FUZZLES: 12 EGG CRATES:36 SPOOCE: 0 | 


| In the first part of the level you'll have 


to carry some of the Labour Egg Crates 
by hand. Avoid even touching the walls 
with them, or they'll be scrambled. 


^» While invisible, dash past the Vykkers | 
and climb up the ladder. Use the bombs. 


ээ Kill the Vykkers here using the 


crane. Then pick up Abe. 


»» Use both claws so Abe can reach 
the top levels either side of this room. 


| J» After depositing the remaining Egg 


Crates, drop Abe at the exit lever. 


am" a 


>> Possess the nearest Vykker and get 


him a Snuzi from the vending machine. 


э» Round up the Scrubs - the Shaman 
then upgrades them to Mudarchers. 


M, 
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»» Guide the Mudarchers into the 
dissection lab then climb this ladder. 


»» Munch waits at the end. Sit back, enjoy the spectacular closing sequence! 


ZuzZHeJ2u 


THE OFFICIAL XBOX 
MAGAZINE SURGERY 


OOH MATRON! Xbox problems 

solved via expert diagnosis. 

Ed Official Xbox Magazine US 
recently offered a Dead or 


Alive 3 booster disc on the cover. Are 
there any plans to do the same over here? 
Kalpesh D. Rathod, via email 


FREEBIE JEEBIES 


| noticed recently that the 


Fortunately, the Australian version of 
Dead or Alive 3 already has all the extra 
costumes and features included on that 
booster disc. If other games have 
boosters with non-Australian content, 
then we'll do our very best to include 
them on the Game Disc. 


I'M ITCHING TO KNOW... 
It seems my Xbox suffers from the disc- 
scratching problem reported in Japan. 
There are scratches around the outer edge 
which were definitely NOT there before. 
I'm ultra-careful with discs, so | can only 
assume that it's the machine that's doing it. 
Steve Bate, via email 


The scratches caused by your machine 
are entirely superficial and will not affect 
the way the game runs. This problem 
has only been reported on the edge of 
some CDs and film DVDs, not games and 
not the surface of any disc. Microsoft has 
publicly stated that it will not damage 
your games. Xbox Surgery advises you to 
enjoy your games to the fullest - your 
Xbox will not ruin them. 


THE MUSIC MAN 

When l create an audio CD with MP3s 

from my PC (which any other appliance 

will play) the Xbox won't read it. Is there 

any way | can get my mp3s onto my Xbox? 
Sam, via email 


Xbox has been specifically designed to 
prevent the use of copied CDs or CD-Rs. 
This includes copied games and MP3 
music discs. Some CD-RW discs of MP3s 
are reputed to work, but we can't 
confirm that just yet. Microsoft was keen 
to avoid copyright issues that plague the 
still-murky world of МРЗ music. 


WHAT THE HEX? 
| need some help defeating Hex in Mad 
Dash Racing. | don't understand what I 
have to do in the circular arena. The 
game tells me to hit all the buttons on the 
top of the castle but | can't see them. 

Tom, via email 


Get 10 meteorites for all abilities. Dash up 
the ramp with the white cans, then glide 
off through the ring on to a spinning 
platform and glide off to the platforms 
with the red buttons. Use bash on them. 
Repeat this 10-15 times and you've done it. 


пав OFFICIAL AUSTRALIAN >< 


HINTS & CHEATS 


HERE GOES... 


DAVE MIRRA 
FREESTYLE BMX 2 


Issue 02, 7.3 
Game Disc 01, Game Movie 


On the title screen, enter these codes to 
unlock the following two characters: 


SLIM JIM 
On the directional-pad, press Left, Right, 
Down, Left, Up, Left, Right, Left, X 


AMISH GUY 
On the d-pad, press Left, Right, Up, Up, 
Right, Down, Right, Right, X 


NHL HITZ 20-02 
Issue 02, 7.4 
Game Disc 01, Playable Demo 


CHEAT CODES 

Enter these codes on the Versus screen, 
the last one before the game loads. The 
numbers are how many times you need 
to press the X, Y and B buttons 
respectively. You then finish off with one 
press of the d-pad in the specified 
direction. For example, 1-3-2 Down 
means press X once, Y three times, B 
twice and then press Down on the d- 
pad. You'll see the code being entered on 
screen, and a written confirmation when 
you get it right. 


INFINITE TURBO: 4-1-3 Right, HUGE 
PUCK: 3-2-1 Up, BIG HITS: 2-3-4 Down, 
LATE HITS: 3-2-1 Down, HITZ TIME: 1-0-4 
Right, HUGE HEADS: 3-3-0 Right, 
PINBALL BOARDS: 4-2-3 Right, MORE 
TIME TO ENTER CODES: 3-3-3 Right 


M Check the crowd for more codes. 


WRECKLESS: 
THE YAKUZA MISSIONS 


Issue 02, 8.0 
Game Disc 02, Playable Demo 


UNLOCK BIG 4WD 

Find the car in mission A-4 (look for the 
question mark on the map), and hit it 
once. Complete the mission and the car 
will be unlocked. 


3X MAGAZINE 


UNLOCK BIG TRUCKS 

Find the car in mission B-3 (look for the 
question mark on the map), and hit it 
once. Complete the mission and the car 
will be unlocked. 


A Now that is a big truck 


SHREK 


Summary Score: 5.0 
Game Disc 01, Game Movie 


BECOME INVINCIBLE 

To become invincible, go to the main 
title screen and press Up, Down, Down, 
B, A, A, X, Down, Up, Left, B. 

Now Shrek can't take damage! 


CHEAT LIST 

If you unlock Race Mode, you can 
compete for tokens by doing for a second 
time previously completed tasks in a 
certain amount of time. Each cheat can 
be purchased for three tokens. They are: 
Invulnerability, Infinite Gas, Infinite Flame, 
Super Strength, Super Flatulence, Leak 
Mode, Fast Mode, Low Gravity, Money 
For Merlin, Chalk Mode, Crude Oil Mode, 
Plastic Mode, and Cyber Shadows. 


^ Eam tokens to buy Shrek cheats. 


CEL DAMAGE 


Summary Score: 5.5 
Game Disc 02, Playable Demo 


Unlock Desert Levels and Whack Angus 
Enter your name as WHACKLAND 


Unlock Jungle Levels and T. Wrecks 
Enter your name as TWRECKSPAD 


Unlock all Transylvania Levels and Count 
Earl 
Enter your name as EARLSPACE 


Unlock all Space Levels and Brian the Brain 
Enter your name as BRAINSALAD 


Unlock all Melee Weapons 
Enter your name as MELEEDEATH 


Unlock all Ranged Weapons 
Enter your name as GUNSMOKE! 


Unlock all Hazards 
Enter your name as HAZARDOUS 


BLOOD WAKE 
Issue 02, 7.4 
Game Disc 02, Playable Demo 


UNLOCK BATTLE MODES 
Complete these levels (note the difficulty 
setting) for access to new modes: 
Clanbake Battle Mode: Beat A Poke in 
the Eye on Ensign difficulty 

Kingdom Come Battle Mode: Beat 
Baptism of Fire on Ensign difficulty 
Metal Massacre Battle Mode: Beat 
Hurricane of Fire on Ensign difficulty 


TRANSWORLD SURF 
Pi e "i Game Movie 


SHARK/CROCODILES 
SURFBOARD: 

During play on Pro Surfer Mode hold 
down Back and press Up, Down, Left, 
Right, Right, Down. Or you could 
complete all secret goals with one surfer. 


ALWAYS SPECIAL MAX 

During play on Pro Surfer Mode hold 
down Back and press Up, Down, Left, 
Right, Down, Up. Or complete all secret 
goals with six different surfers. 


INVISIBLE BOARD 

During play on Pro Surfer Mode hold 
down Back and press Up, Down, Left, 
Right, Left, Down. Or complete all secret 
goals with 13 different surfers. 


А Go on, give us a wave. 


DARK SUMMIT 
Issue 02, 3.5 
Game Disc 01, Game Movie 


Enter these cheats at the main menu: 


MEGA CHEAT 
To win 91,000,000 points, the same 
number of equipment points and all 


secret tricks, hold down both 
Back and Start, then press Y, Left 
trigger, X, B, Right trigger, A, 
Right trigger, A 


UNLOCK RIDERS 

To unlock all riders in the game, 
hold down both Back and Start, 
then press Y, Left trigger, X, B, 
Right trigger, A, Right trigger, B 


COMPLETE CHALLENGES 
To instantly beat every challenge 
except for 43, 48, 49 and 50, 
hold down both Back and Start, 
then press Y, Left trigger, X, B, 
Right trigger, A, Right trigger, Y 


UNLOCK ALIEN 

To Unlock Alien, hold down both 
Back and Start, then press Y, Left 
trigger, X, B, Right trigger, A, 
Right trigger, X 


PROJECTILE 

To shoot a barrel with the 
shoulder buttons, hold down 
both Back and Start, then press 
Y, X, B, Right Trigger 


SLOW MOTION 

To watch yourself in slow motion 
when getting some air, by 
holding the shoulder buttons 
down in-game, hold down both 
Back and Start, then press Y, X, 
B, Left Trigger 


A Unlock the secret dudes. 


NHL 2002 
Issue 02, 8.2 
Game Disc 03, Game Movie 


EASY GOALS 

In the game options, boost all the 
settings in basic and advanced 
menus except for fatigue, which 
you should set to lowest level. 
This will give you faster shots, 
faster moves and better passing 
and shooting. You should now be 
able to score at least six goals a 
game in Season mode. 


BATMAN: 
VENGEANCE 


Issue 02, 6.8 
Enter these cheats at main menu: 


Infinite Batarangs 
Left, Right, Y, X 


120 Points and all super moves 
Left, Left, Right, Right, Left, Right, 
Left, Right 


Infinite BatLauncher (Nets, 
Stunner, C4) 
Y, X, Y, X, Left, Right, Left, Right 


Infinite Handcuffs 
X, Y, X, Y. Left, Right, Right, Left 


All Cheats Enabled 
Right, Left, Left, Right, X, X, Y, Y 


^A Welcome to Gotham Cheaty. 


GENMA 
ONIMUSHA 


Issue 02, 7.0 


GET BISHAMON SWORD 
Fight through all 20 levels of the 
Dark Realm. Once you have 
killed all the monsters on the 
20th level, open the treasure box 
to discover the Bishamon 
Ocarina. This Ocarina opens the 
bone door, just after your second 
battle with Marcellus. Past the 
door is the Bishamon sword, a 
fearsome weapon so powerful 
that it kills non-boss enemies 
with a single swipe. 


UNLOCK DIFFICULT MODE 
Defeat the game in under three 
hours to unlock Difficult Mode. 


UNLOCK KAEDE'S SECOND 
COSTUME 

To unlock Kaede's second 
costume, a sort of demon dress, 
collect all 30 Flourites. 


UNLOCK ONI SPIRITS MINI 
GAME 

To unlock the Oni Spirits mini 
game, collect 20-29 pieces of 
Flourite. A new mini-game will 
be available at the start menu. 


UNLOCK SAMANOSUKE'S 
SECOND COSTUME 

To unlock Samanosuke's second 
costume, beat the game once on 
the Difficult setting. 


TONY HAWK'S 
PRO SKATER 3 


Issue 02, 8.5 
Game Disc 03, Game Movie 


UNLOCK OIL RIG LEVEL 


To unlock the Xbox-specific Oil 
Rig Level, get the three gold 
medals with a single character. 
The Oil Rig is only available in 
Free Skate Mode. 


UNLOCK X-RAY THE 
SKELETON 

Get the three gold medals (by 
getting 100 per cent) twice - 
once each with two different 
characters - to unlock the X-Ray 
as a playable character. 


MAX PAYNE 
Issue 02, 8.5 
Game Disc 05, Playable Demo 


SECRET ROOM 

In the last section of the Tutorial 
stage, there is a secret room. 
Across from the Subway 
Entrance, you can hop up onto a 
few boxes and then onto a 
catwalk. Go up the catwalk and 
jump through the window on the 
far left (you can easily see the 
room through it). Inside is a 
hidden room containing a large 
amount of ammo. 


NBA LIVE 2002 


Issue 02, 7.4 


JUMP HOOK 

Perform a jump hook in the low 
block by pressing up and shoot 
at the same time. 


DEFENSIVE PLAY 

Try and fool the offence by 
switching defensive plays. Pick 
up full court, apply a half-court 
trap or simply tap up on the 
directional pad. 


JET SET 
RADIO FUTURE 


Issue 01, 9.0 
Game Disc 02, Game Movie 


UNLOCK A.KU.MU. 
Achieve a Jet ranking in Fortified 
Residential Zone. 


UNLOCK BEAT 
Win against Beat in the street 
race and he'll join you. 


UNLOCK BOOGIE 
To unlock Boogie simply meet 
her in Kibogaoka Hill. 


NOT BEING VERY opinionated ourselves, 
we want your opinions so we can use 
them in topical conversations with other 
‘hardcore’ gamers. This issue's raging 

debate concerns a topic very close to his heart - is it 

right to cheat in games? 

| don't use cheats to make the game easier (infinite 

ammo, level select etc). The only cheats | use are the 


fun ones like Big Head Mode or something similar 
Mkfreek 


What about GoldenEye-type cheats? These were not 
cheats as such, but included cool features such as 
paintball mode and unlimited characters. There were 
ways of unlocking some of these features with button 
combinations. It just adds fun! 

Poltawski 


| don't use cheats. | am not paying $100 for a game 
and then using something that basically makes the 
game pointless. | am not against the publication of 
cheats. People do like to use them if they are banging 
their heads against the wall because a part of a game 
is too difficult for them. 

TeessideLive 


| can't believe the attitude of some (most?) console 
gamers, especially the younger ones. Their approach 
seems to be: 

1) Buy a game 

2) Finish it as quickly as possible by cheating all the 
way through it. 

3) Brag to your friends. 

Andy 


Don't you think it takes away all the satisfaction of 
completing a game properly through and through? You 
often get rewards for completing the games. Using 
cheats to do this makes the rewards feel empty and 
boring. 

Lyndon Bird 


You should play a game once through with no cheats 
and then have a laugh with cheats when you have a 
go the second time round 

Raptor 


As He-Man might say, it's okay to cheat in games, but 
cheating in life is something only Skeletor would do! 
Above Average Ben Talbot 


Whether you use the cheats or not is everyone's 
personal choice. Cheats should be available for anyone 
who wants to use them! 

Reviler 


NEXT MONTH'S TOPIC - is Controller S a good idea? 


Send your opinions via email to staff@oxm.com.au 
with the subject line ‘Your Opinion’. Or you can write 
them down and post them to Your Opinion, Official 
Australian Xbox Magazine, PO Box 1037, 

Bondi Junction, NSW, Australia, 1355. 


> DR STEVEN BAILEY'S DOMESTIC TIPS: 2) TO GRATE CHEESE MORE EASIIY, LET IT SIT IN THE FREEZER FOR 30 MINUTES FIRST. BE HERE IN A MONTH FOR ANOTHER TIP-TOPULAR TIP. 
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BUFFY THE VAMPIRE SLAYER 


You will not believe how good this vampire- 


dusting beat-em up is. Read it here first! 


BRUTE FORCE 

Already touted as ‘the next Halo’! 
PROJECT EGO 

The ultimate RPG edges ever-closer. 
ROBOTECH 

The anime classic goes cel-shaded! 
MIKE TYSON HEAVYWEIGHT BOXING 
Definitely this time! 


More exclusive shots and announcements. 


The Xbox Lovers' Guide (!) and the usual 
tips, cheats and a Masterclass. Be there. 
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